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r NOT UNTIL I TELL' 
YOU ABOUT WHAT'S* 
INSIDE THIS 
MONTH'S SUPER 
f ACTION! „ 


• APART FROMl 
)ME, THERE'S 
MARIO ALL ‘ 
STARS, SFII 
TURBO, WING 
IOMMANDER II, 
f EMPIRE 
.STRIKES BACK 


I THAT'S NOT 
TO MENTION REN 
AND STIMPY, KEVIN 
KEEGAN, CLAYMATES 
^ AND EVO . i 
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PUT ME DOWN! 


OKAY, OKAY, 
I'LL BUY IT! 


yA C THAT'S HIM CONVINCED, NOW IT'S TIME TO TELL THE REST OF 
1 7 Lf THE WORLD. WITH MY FREE BOOK DOUBLING AS A SHIELD, 
f ntrrt^f ^ ^ I'LL HAVE NO WORRIES! 
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FANTASTIC FUN WITH UP TO 
4 PLAYERS FIGHTING FOR SURVIVAL AT 
THE SAME TIME! 


BRILLIANT 


A BRILLIANT COMBINATION OF TACTICS 
AND ACTION. YOU AND YOUR FRIENDS 
WILL BE THRILLED! 


BOMBASTIC 


SPIRITS WILL BE HIGH WITH BOMBER- 
MAN... AND YOU ARE RIGHT IN THE 
CENTER OF THE ACTION! 



HUDSON GROUP 

TIME TO PLAY... M^-mm soft 


Hudson Soft® is a trademark of Hudson Soft Co. Ltd. Super Bomberman™ is a trademark of Hudson Soft Co. Ltd. 
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Hall of Heroes...32 

Let’s face it, if you’re not in here then you must be a 
complete and utter imbecile. 

Flying jacket compo.33 

Win the most leathery article of clothing you’re ever 
likely to wear in your life. 

Bill and Ben. 38 


Loosen your belts! 
Because here 


comes yet another 
belly bulging helping 
of SNES related info 
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for you to chew on. 

Planet Nintendo.6 

The most informative news in the world of the SNES is 
here for your delectation. Everything worthy of news 
coverage is on these hallowed pages. Honest. 

Kev Compo...........15 

This is your chance to meet the man himself, get a free 
meal, watch a footie match, tour the ground, say hello 
to the players and brag to all your mates! 

Badges...16 

Did you send off for the complete collection of those 
funky fashion accessories? If not, here’s a second 
chance to make all your chums really, really jealous. 


The dynamic duo are back with more poison in their 
pens than ever before! 

Building an Empire.36 

Special in-development feature from Empire, London. 

Tips. ...45 

Baz Diablo saddles up his gamesplaying boss and rides 
into view with a saddle bag full of crazy cheats and codes. 

Games Index.68 

Every game ever made is slapped in here just for you. 


STREETFIGHTER II TURBO! 




Aero the Acrobat 
could be the biggest 
thing to hit the SNES 
since Mario. Then 


The best value Megadrive mag 
also from Europress Interactive. 


Still outstripping the rest by 
miles and miles. 
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Streetfighter..42 

All the final bosses special 
moves, completely sussed! 


NEWS SPECIALS 

I 


ayaiu , ri uuuiu uc me 

smallest thing to hit the 
SNES since Dragon Ball 
Z. Anyway, check out 
the news and make your 
own mind up 


Thunderbirds are go, yes m'lady and 
other such catch phrases are all 
possibilities when you load up 
Thunderbirds. Have a look at the 
news for further details! 


UTUPRESS 

























What a fantastic line up! What a top 
magazine! What a mint line up of previews 
we’ve got this issue! It’s unbelievable (oh)! 


Lamborghini ....46 

Pull up to the bumper baby! 
Split screen action from the 
boys at Titus. 


Magic Boy.47 

Young Paul Daniels whips out 
his magic wand and casts a 
spell of colourful delights. 


Empire Strikes 
Back.48 

Here comes the sequel! Can 
this one compare to SSW? 


Might & Magic.50 Jurassic Park...52 Ren & Stimpy ..54 


WS 


Phew, what a scorcher! 


Final Fight II ....20 

Haggar and his fighting friends 
take on the Mad Gear Gang for 
a fight across the globe. 


Kevin Keegan ..22 

Diddy sprites and shaggy 
perms ahoy! Our Kev shows up 
to tell us how to run a club. 


Mario All Stars.18 

Every Mario game ever 
created slapped onto one 
cart. Cool or wot? 


Find the secret key of Zorag The biggest movie ever finally Just because it’s T.HQ doesn’t 



Evo.24 

Is this a massive leap forward 
in SNES gaming or is it just a 
rip off of Ecco the Dolphin? 


Super Air Diver26 

The flight sim to end all flight 
sims? Well, maybe not, but we 
have a good look anyway. 


the Elder and the power will makes an appearance on the mean it’s a duff platform game 

be yours! Or something. SNES. But is it worth the wait? with sad sprites. Or does it? 



Timeslip.56 Super Conflict .58 Championship 

Quantum Leap meets It’s a cross between Pool . „ „ „.60 


Claymates.28 NFL.....30 

Ooze and squeeze your way Hut, hut, hut and all that jive, 
through this puzzling, Our very own Dallas cowboy, 

plasticine, platform romp. Alex, finally touches down! 
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Probotector in this battle to 
save the universe. 


Blockbusters, Desert Strike 
and Risk. But is it any good? 


Not swimming. Get it? 


Capt. America..62 

The Cap is back and that’s a 
fact! Join the Avengers in a 
scrolling scrap to the finish. 




Wing Comm. II .64 

Climb aboard the TCS Tiger’s 
Claw for yet another bout of 
plasma bolt firing. 

































































































J ust when you think that they 
couldn't design a joypad more 
ergonomically or feature packed 
than the dozens already available 
along comes another. 

The so-called Raptor has been 
designed by purveyors of 
joystick/pad Slick Stick. The Raptor 
features six buttons, auto fire turbo 
fire... pretty standard stuff. But 
there's also eight operational arcade 
buttons all for £19.99. It boasts the 
best control for Street Fighter 2 and 
the unusual croissant with a bite 
out of it design is a palm pleasing 
experience indeed! 


Once again, there’s more news i 
packed in here than you can Jg 
shake a large dinosaur at. Some || 
were only small you know... >1 

\ ■■ vil industrialist sabotage? 

{ \ Ea circus, aided and abetted by a 

| \ kamikaze squirrel named Zero and a 

I -m gang of hopeless henchmen... all 
f / M makes perfect sense! Only Aero the 
M /JB Acrobat has the natural athleti- 
cism and tenacity to diffuse 
• -T . t the evil booby traps and 

carry on performing his 
crazy and quite frankly life 


threatening act. The game is one of 
those rare hybrids very similar to an 
old 16-bit game called Fiendish 
Freddy in which you were the sabo¬ 
teur. But here, the player controls 
the would-be saviour whilst per¬ 
forming on the tightrope, swinging 
on the trapeze, blasting out of can¬ 
non and plunging off a high-dive 
board into a tumbler of water. 

Meanwhile, traps designed to 
bring the big top around the hapless 
hero's ears. Like Fiendish Freddy the 
graphics are hilarious, but Freddie 
had limited appeal. 

Will Aero The Acrobat suffer the 
same? Due for release by Marubeni 
in October. 


The Raptor in all its glory. What a beauty. 


/jjllJJ J-\S3 Sul 


T he show that's made more 
comebacks than Frank Sinatra 
is finally going to make the transi¬ 
tion to the SNES. All your favourite 


characters are included and all the 
fabulous vehicles are in there too. 

There are 10 rescue missions, 
each with unique gameplay. Tracy 
island will be rumbling as the six 
Thunderbirds take to the skies. The 
Mole, the Bulldozer and the pink 
Rolls Royce all play a part in the 
mission to save the earth. 

What we at Super Action 
\ want to know is if the 
\ true feel of the super- 
^ \ marionation style has 

) been accurately ren- 
J dered on the SIMES. Will 
/ it be a case of no strings 
/ attached? Empire will 
y/ have the answer in a cou- 
pie of months. 




Yet another craze is catching 
on over in Japan. This month 
it’s the Super Mario Compact 
Disco! It’s a portable CD player- 
cum-watch. It may well be sold 
along with a free CD featuring 
all of Mazza’s top sounds! Chill 
out to the funky tunes of the 
Babylon man. Mash it up! 


SUPER ACTION 




















T he dialogue is unlikely to 
scoop any awards but the 
movie had enough precarious nail 
biting scenes to drive a vertigo suf¬ 
ferer into an asylum. 

This movie license is a game 
designer's dream come true, plenty 
of action fighting and swinging 
around on ropes. 

And that's pretty much what we 
can expect from this game hair-rais¬ 
ing rope shenanigans and plenty of 
fisticuffs. The game is loosely based 
on the movie with a con¬ 
vincing Stallone 
sprite engaged 
in some pretty 
punchy fight¬ 
ing. If it plays 
as good as it 
looks that is. 


(Right) There’s not 
only fight and chase 
sequences in Sony’s 
Cliff Hanger, but also 
big red shiny 
helicopters. 


(Above and left) Sylester 
Stallone’s (arguably) best film 
yet will be out on the SNES 
before the film’s out on video! 
Be prepared for plenty of 
violencs and excitement in the 
snowy mountain scenarios. 
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Mr Nutz is a larger than life character! Boom 
boom! Way hey! 


E nter yet another Sonic/Mario wannabe 
Mr Nutz, Ocean's bid to get a piece of the 
lucrative cross-over merchandising which has 
made the aforementioned Hedgehog and chub¬ 
by Brooklyn plumber the most sought after 
licenses on the globe. 

After paying an absolute fortune to movie 
companies over the years for film licences. 
Ocean's secret desire is to finally turn the 
tables on the movie moguls and get some 
money back. 

Ocean is pitching the squirrel as a 
spurned cutesie from the school of cutesypie 
characters with a real grudge against Mario 
and Sonic. 

This chip on his shoulder will drive the 
bush-tailed hopeful to inevitable superstar¬ 
dom and ultimate game brilliance, an Ocean 
insider hinted. 

This is an obvious attempt to portray Mr Nutz 
as an anarchic anti-hero rather than a dimwitted 
and nice Mario type character. 

Mr Nutz is due for SNES release in November. 



LIGHT MY FIRE 

Fire, producers of quality SNES 
peripherals, have a whole load 
of products to unleash on the 
British public. There'll be pic¬ 
tures of 'em for you to admire 
next month, but for now you'll 
just have to use your imagina¬ 
tion - okay? 


PATRIOT 

Shaped and coloured in a simi¬ 
lar way to the original SNES 
joypad, the Patriot looks and 
feels the part. It has four extra, 
smaller, buttons placed to the 
left of the four standard ones. 
These activate special moves 
for all the characters in 
Streetfighter II and 
Streetfighter II Turbo. It's a joy¬ 
stick for the lazier, less dex¬ 
trous people among us. It 
retails at £25.99. 


EXTERMINATOR 

This solid convertor handles 
almost everything. NTSC 
games can be played on the 
PAL machine through it, there 
is an in-built (smooth) slow 
motion device and it is compat¬ 
ible with Action Replay codes - 
a very handy all in one indeed. 
And it retails at the handy price 
of £39.99. 


MULTITAP 

With Super Bomberman set to 
become one of the most popu¬ 


BLJintPJ 

P air up intergalactic geek 
Marvin the Martian and every¬ 
body's favourite Loony Toons char¬ 
acter, Daffy and watch the sparks 
fly. A winning game formula surely 
from this rather tasty Warner Bros 
license, following in the footsteps of 
Bugs, Road Runner and Wylie and 
Sylvester. 

In this kooky adventure, Marvin 
has been conquering planets and 
kidnapping politicians (if only) and 
only one man... er duck can stop 
him. Duck Dodgers aka Daffy Duck. 
In this dithpicable adventure. Daffy 
is faced with five crazy missions 
from the boiling volcanoes of the 
holiday planet Magma to the freez¬ 
ing rings of Zeus. 

The Duck is armed which means 
an utter frenzy is never far from the 
surface although Marvin's tooled up 



enough to pull the old beak- 
removing gag time and again. 
Superb graphic production 
based on the cartoon Duck 
Rogers in the 24 and half 
Century. Beautiful cartoon-stan¬ 
dard graphics and animation 
Published by Marubeni October. 


lar games ever, the demand for 
Multitaps is going to be huge. 
Fire have a compact Multitap 
which is more compact and 
box-like than the cumbersome 
Honeybee original. Thirty 
pounds will secure you the 
Multitap and a whole new 
penny change! 

UFO 

Now for the big 'un. This has a 
chip board the size of a credit 
card with moves programmed 
onto it. Whenever a new game 
becomes popular, a new chip 
board will become available for 
you to slot in. The price is yet 
to be decided, but we know it's 
going to be a strictly limited 
edition piece. Telephone 
Console Plus on 0924 456 802 
or try 0924 430 405 for any 
wholesale enquiries. 


SUPER ACTION 
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•LANET NINTENDO PLANET NINTENDO 


E arth's last hope rests in the 
(hopefully) capable hands of a 
team of Cyborg warriors going by 
the name of Run Saber. 

It's the year 2998 and our once 
beautiful planet is under threat from 
a bunch of megalomaniac nutters - 
I'm sure I've heard that somewhere 
before. Anyway, the Run Saber 
gang are blessed with incredible 
powers. They can release crazy 
attacks of mind-blowing energy 
waves as well as being able to 
freeze their foes! 

You can go solo or team up with 
your best pal (or girlfriend or 
boyfriend) in an attempt to destroy 
the final toxic overlord! farf/j is in turmoil. Don’t fear, the 

It's a platform extravaganza by cyborg warriors are here! 

Atlus Software. Look out for a pre¬ 
view soon! 


(Above and right) There’s 
car chases a-plenty but not 
that much violence in Last 
Action Hero. Good old Arnie 
thoroughly vetted the game 
and made sure there 
weren’t too many upsetting 
scenes. 


I t all seemed like another sure fire blockbuster... the 
big guy and millions to squander on outrageous 
special effects. But the movie was a parody of Arnie 
and unfortunately it was a bit too effective. Result, a 
panning by the critics and a less than emphatic 
response from cinema goers. 

Sony, which owns Columbia Tristar, was first in the 
queue for the game licence and top design house 
BITS produced the game. News is that Arnie demand¬ 
ed to be updated throughout production, insisting on 
major changes most 
notably that his character 
should not administer 
gratuitous violence. 

The game bids to feature 
some of the great stunts 
and there are numerous 
different play perspec¬ 
tives. Lovely production 
as usual from BITS. But 
does the game suffer 
from the ban on vio¬ 
lence? You'll be able to 
judge in October - pub¬ 
lished by Sony Imagesoft. 






Any game that dares to use a 
Tolkien title would have to be mas¬ 
sive. Lord Of The Rings is. Sixteen 
Mbits have been taken up to try and 
capture the enormity of one of 
J.R.R's seminal fantasy worlds. 

This promises to be a role playing 
pleasure. Apparently, thousands of 
frames of rotoscoped animation 
have been used - the most exten¬ 
sive display of rotoscoping the 
SNES has so far seen. The epic 
crazy quest is to destroy the One 
Ring that has the power to termi¬ 
nate Middle Earth. 

Inevitably, a grotesquely evil pres¬ 
ence has nothing better to do but 
stop you in your tracks. Fans of the 
novel will immediately experience a 
ghastly shiver down their spines 
when they discover that Lord 
Sauron is behind everything bad. 

He and his mighty forces will do 
their best to fight ypu all the way. 
And they'll kill you given half the 
chance. Why are games so violent 
these days? 


QfiUDfiLF THE QHfT 

467/50cT 
: 355/500 


VMDRHIG STR: 100 

©:SPJDEE SILK ROBES DFF:78 



10 SUPER ACTION 


Kicks For Kids 


-MW 


I t was an arcade hit with some of the biggest 
sprites ever seen in a beat'em-up. World 
Heroes was expected to be a tricky conversion 
onto SNES and unlikely to get anywhere near 
the arcade. However, this 16Mbit result bares 
an uncanny resemblance to the original. All the 
power and impact, plus the fighting features, 
killer combos and bone-smashing kicks is left 
intact. Fans of the coin-op will recognise the 
eight bruisers including Fuuma Janne J Carne 
and Rasputin, each with some rather unpleas¬ 
ant tricks and trademarks. It's very much i the 
Mortal Kombat vein with outrageous fighters 
and ultra-violence. Fans will love it but subtle it 
ain't. Published by Marubeni in October. 


Some incredible action scenes occur in 
World Heroes. It'll be given the full 
treatment in a future Super Action. 
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THE ULTIMATE PAPTY ANIMAL IS HEPE! 
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You control the infamous TAZ as he spins and munches his way through anything and everything in his 
path. But what he’s really after is those elusive little Kiwi birds! Only one problem: Spring is the worst time to 
catch them, since they’re especially alert for predators. Besides, not only are they the craftiest creatures in the 
Outback, they’re also the fastest. Poor TAZ - he had to be in the mood for some fast food! 

To make matters worse, a Tazmanian She-Devil is on the prowl for TAZ and she doesn’t like it when he 
plays hard to get. He’s not interested, but she just won’t take no for an answer! 

Get set for TAZ-MANIA - take TAZ past the dangerous drivers and treacherous traps, find hidden areas 
and secret levels and catch those Kiwis - all while avoiding the romantic advances of the She-Devil. 

This is one game you can really sink your teeth into - or as TAZ, the ultimate party animal, would say: 

Xi I?!?!?/&*( %>$!!!” 


T*HQ International 



summm 


I PAL VERSION 




TAZ-MANIA, characters, names and related indicia are trademarks ot Warner Bros. © 1993. Nintendo®, 

Super Nintendo Entertainment System™, Game Boy™, the Nintendo product seals and other marks designated as 
"TM” are trademarks of Nintendo. T*HQ International is a registered trademark ot T*HQ, Inc. © 1993 T*HQ, Inc. 












PLANET NINTENDO PLANE! NINTENDO 


FIVE FAVOURITES 


Our guide geek, Dave, chose this little 
beauty. Mainly because it’s the only 
game title he can pronounce correctly. 


This month, we on the Super Action 
team have decided that our five 
faves will be our five saddest game 
titles in the history of gamedom. 

Super Air Diver, Rampart and 
Tuff E Nuff nearly made it into the 
list, but I’m afraid they just didn’t 
make the grade. 

Have a glance through our list 
of completely crap monickers, and 
if you think any others should be in 
here, simply drop us a line at the 
usual address. Mark your 
envelopes Lame Names For Games. 


Some incredible 
action scenes 
occur in Bugs 
Bunny. It’ll be 
given the full 
treatment in a 
future Super 
Action. 


W hat's up Doc? There. I've said 
it. Rabbit Rampage, starring 
our carrot chomping chum, is set to 
breathe new life into Bugs Bunny. 
The famous old cartoon show has 
been used as the scenario for the 
wascal wabbit's very own Super 
NES game. 

The western wallies that everyone 
loves to hate, Yosemite Sam and 
Elmer Fudd, are still bugging Bugs 
in this 12Mbit cart. There will be a 
rather unusual angle to this release. 


in that a lunatic animator is out to 
get Bugs by painting him into what 
seem insurmountable situations. 

His enemies, as well as the afore¬ 
mentioned adversaries, range from 
hunting hounds to angry bulls. The 
sprites will be big, there'll be voice 
samples from the original cartoons, 
and the animation promises to be 
awesome. As with all Super Action 
news stories, keep your eyes peeled 
in future issues for preview and 
review coverage. 


uju jiajuei 

T his is the one war game 
where Microprose finally gets 
its head out of the clouds and hits 
ground level. The Airborne Rangers 
engage in covert operations to infil¬ 
trate enemy installations. You con¬ 
trol a team of raiders, combining 
strategy and physical action, avoid¬ 
ing sniper fire, planting explosives 
and disabling mine fields. The 
Rangers can use rocket-launchers, 
grenades, M16 and even commando 
knives. Expect a good balance of 
strategy and action from this game. 
Estimated release date December. 



This sugar coated super hero didn’t 
impress anyone at Super Action HQ. 
Naff name, naff game. Nuff said. 



Hi 



a 




Lisa selected this cutesy shooty. She 
loved the game but thought the name 
was a little on the silly side. Mmmm. 




There’s gratuitous violence all over the 
gaff in THQ’s Total Carnage. The kids’ll 
love it! Preview next ish. 


12 SUPER ACTION 



A nyone with a sense of the 
absurd who doesn't particular¬ 
ly want to spend ages thinking 
about strategies or tactics will love 
this. Remember Super Smash TV, 
the futuristic game show on the 
SNES that involved blasting hell out 
of hundreds of swarming enemies? 

Total Carnage takes Super Smash 
TV outdoors for a walk through the 
most treachous terrain you're ever 
likely to see in a SNES game. 

Some of the weapon power-ups 
are almost the size of the screen 
and some of the guardians take pul¬ 
verising for several long minutes 
before they cop it. 

This could be THQ's finest hour. 





















































WHEN THE STREET JUST AINT 
TOUGH ENOUGH... 

GO PLAY IN THE PARK 







Designed and Manufactured bytDAT^L ELECTRONICS 


* IMPORTANT 

ACTION REPLAY IS NOT DESIGNED, 
MANUFACTURED, DISTRIBUTED OR 
ENDORSED BY 
NINTENDO OF AMERICA INC. 


►LEIlCti 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


WITH THE ACTION REPUT CARTRIDGE 
TOO CAN NOW PUT 
TOUR FATOIIRITE GAMES 
TO DESTRUCTIONS!! * 


"Pro Action Replay is a mean piece 
.of hardware, this thing busts games 
A wide open" 


Just imagine 9 infinite lives, unlimited 
energy , special effects , extra fuel/ 
ammo or play on any level . Become 
invincible 1 with the Action Replay 
Cartridge for your SUPER NES ™ 9 
GAME BOY™ Console - 


0003K ■ 84K75 


► So easy to use...if you can play the game 
you already know how to use Action Replay. 
Simply input any of the hundreds^ codest and 
bust your games wide open!!! 


01359 1 66010 


With its unique built-ih "CODE GENERATOR", 
you can actually find and create your own + 
cheats. No need to wait for code updates, 

With this unique feature you have the ability to 
crack the latest.games as they are release^ 
No other product can offer this! 


sLI_LL.lI.VLEU, 


Now you can play your^ames^to levels 
that you did not know even existed. This is 
+ the cartridge the experts use. 


Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your 
UK SUPER NES Console. _ 


24 HOUR MAIL 
= ORDER HOTLINE 

= 0782 744707 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs 


















































HAVE WE Otflfflj 

PRIZE FOR W 

To mark the release of Kevin Keegan’s Player Manager, the top geezers 
at ANCO have come up with this super compo. The winner will be taken 
to Newcastle F.C. to watch the Magpies play Wimbledon. 






mw 




u.LOSING DATE 

20th OCTOBER 


My answers are 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


But that’s not all! Not only will you be 
able to watch the match from the best 
seats in the ground, but you’ll be 
treated to a champagne lunch, a tour 
of the ground, a big slap up feed, 
have a chat with all the players and 
meet the Mighty Mouse himself, 
Kevin Keegan! 

All this will be happening on 
October 30th. So if you have a blank 
space in your diary why don’t you 
enter? All you have to do is answer 
the easy questions below. 

O Against which team did Keegan 
run rings round in the 1974 cup final? 

a) Liverpool 

b) Everton 

c) Newcastle 

Which hairstyle did Mighty Mouse 
popularise in the 1970’s? 

a) Crew cut 

b) Phil Oakey flick 

c) Shaggy perm 

© Which German soccer team did 
Keegan star for? 

a) Bayern Munich 

b) Werder Bremen 

c) SV Hamburg 


Send your entries to: 
KEVIN COMPO 



Ei 
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POST CODE 
TEL. 


EUROPA HOUSE 
ADLINGTON PARK 
MACCLESFIELD 
SK10 4NP 

□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 


.listen carefully when Kev talks about boot maintenance 


All employes of Europress and their families are banned from entering. The 
Editor's decision is final and no correspondence will be entered into 


SUPER ACTION 15 
























here are still some left! We’ve had an 
incredible response to last month’s offer, 
so we’re keeping it going as long as 
stocks last! Streetfighter II badges 
are go! Get ’em while you can! 

For only £2 you can get to grips with your 

favourite Streetfighter character and 
wrestle him (or her) onto your 
sequinned waistcoat. 

A decidedly tasty offer if you 
are one of the countless zillions who have 
decimated our Mario collection. Each of the 12 
Street-fighter characters is available on one 
of these Capcom endorsed badges. And 
they’re all in fighting poses. We started 
off your collection with last month’s 
cover mount and for just £2 you can 
now build it up into an impressive 
Streetfighting force. 


Please send me: 

Badge No(s) 

I enclose a cheque/postal order (no cash please) 
for £. 

Send your order to: 

STREETFIGHTER II BADGE OFFER, 

SUPER ACTION, Europa House, 

Adlington Park, Macclesfield SK10 4NP. 


a.Balrog 


d.Dhalsim 


g.Ken 



b.Blanka 



e.E. Honda f. Guile 



c.Chun Li 





h.M. Bison i.Ryu 




Make cheques payable to: Europress Interactive 

Name. 

Address . 


Post Code 


j.Sagat 


k.Vega 


I.Zangief 



If you want one 
or more of these sought after high fashion items, send off 

and we’ll post one 
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ENTERTAINMENT SYSTEM 


KONAM! 




























REVIEW Jjtl OFFICIAL 



Hidden in that green pipe is a man eating 
plant. Time your ascent or you’re dead. 



■■■ 


LJLJ 


Flying Koopas ahoy! Stamp on these and 
they’ll be an easier proposition altogether. 


Is this a cynical cash in on 
a famous name along the 
lines of all the film tie ins 
we’ve had to suffer lately 
or the best marketing ploy 
Nintendo have come up with in 
their illustrious history? ALEX 




O kay, I admit it. Until 
the advent of Super 
Mario Kart, I was 
never a fan of Mario. 
One guy who I used to 
work with played it 
until he was blue in 
the face and I was 
close to smashing his 
monitor, or at least snip¬ 
ping the sound cable. 
However, I'll try anything 
once. Or in this case, sev¬ 
eral hundred times. I'm on my 
own - everyone's gone home! If 
Robin Hood is the Prince Of 
Thieves, then Mario Mario (his full 
title) must be the King. 

All he does all day and all night is 
nick coins, evade the despotic 
tyrant's innumerable cohorts and 
(literally) stamp out any baddies 
that come between him and his fair 
maiden. That's where the similarity 
ends between Sherwood forest's 
Lincoln-green clad rascal and the 
stumpy moustachioed plumber 
from Brooklyn. 



One of the many bonus levels hidden In the 
rich labyrinth. 



The gang of four. From the left; Mario, Luigi, 
Toad and Princess Daisy 

Mario's adventures take place in a 
land that's nightmarish, yet dreamy 
around the edges - a lot more 
exciting than some overgrown 
back garden in Nottingham. 

Bowser is uglier and more malev¬ 
olent than the Sheriff (regardless of 
whether he's had his Weetabix or 
not). And Princess Daisy is a much 
better catch than Maid Marian. 

And that, really, is just about it. 
Mario's life is under threat almost 
every second. When he's not chuck¬ 
ing shells at his foes, he's perform¬ 
ing death defying leaps over 
seemingly unbreachable chasms. 
And that's where his charm lies. 



A secret underground bit. Prime the bomb.. 



When you've struggled past vil¬ 
lains that are at once more cuddly 
than Mogwi yet more vicious than 
a gaggle of Gremlins only to find 
yourself miniatured, thus rendered 
as vulnerable as a male preying 
mantis, you actually feel sorry for 
the little blighter. 

And what do you mean, you 
don't watch nature programmes? 

That's half the fun of the gang of 
four. You go through the whole 
gamut of emotions when control¬ 
ling Mazza. Yep, you almost 
become him. It's that absorbing. 

Those of you who normally casu¬ 
ally sit back in your comfortable 
chairs caressing the joypad will 
soon be crouching uncomfortably 
on the arm, face two inches from 
the screen attacking the pad hop¬ 
ing that swishing your arms around 
uncontrollably will help Mario 
move just that one more pixel nec¬ 
essary for success. 



...and run for your life (or at least hide) 
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PRINCE OF THIEVES 

Robin Hood, in case you didn’t know, is the legendary medieval hero of 
England. He was a man of the people. He robbed from the rich to give to the 
poor in the face of a heartless regime led by the Sheriff of Nottingham. He’s 
been the subject of loads of tales, ballads, plays and films. Robin’s merry 
men included Will Scarlet, Little John and Friar Tuck - a fine band. 



Jason Connery as Mario Mario. Patrick Bergen as Robin Hood. 




For a change, there's even a two 
player Mario vs Luigi single screen 
combat mode in Mario 3. There's 
enough action in the four games to 
do everything you ever wanted to 
(within reason). 

Jump down pipes into mysteri¬ 
ous underworlds, swim for your 
life, leap higher than Zebedee, be 
Mario, Luigi, Toad (Jamiroquai's 
Great Grandad) or Princess Daisy 
and, I almost forgot, rip untold 
turnips out of the ground and 
chuck 'em at people! 

Lasses will love it, lads will love 
it, even the squarest Mams and 
Dads will love it. Go Mario! 




Spring on here for a light speed leap. 


Tbit It how you look whoa laniloorahlo. 


Climb up the vine for a hidden bonus. 


Activate blocks by buffi 


When go Idt 


N ° bnCk ’ S t0 ° tou 3h for big Mai 


tin 9 them from below. 


can hurl fireballs. 


SUPER MARIO ’* 

Kff!fRSr?rrADiW; 


Whenever I’m asked 
about essential SNES 
purchases my reply is 
inevitably, ‘Buy Super 
Mario Kart, 
Streetfighter II Turbo and Super 
Bomberman. ’ Now my retort is five 
syllables longer. Buy Mario All Stars 
and you ’ll be seeing stars when the 
effects of the seventh cup of stay- 
awake espresso begin to wear off. 

It's got everything you could ever 
want in a SNES game bar free large 
sums of money. All four games have 
been graphically revamped from their 
days on the 8-Bit NES to full 256 
colour SNES images. 

Mario, his buddies and his near¬ 
countless adversaries are all bursting 
with more life than a classroom full of 
hyperactive children. 

The first Mario Bros game appeared 
eight years ago. Mazza himself was 
the hapless blocky sprite in the 
arcade Donkey Kong even further 
down the line of evolution. Mario All 
Stars is more than a trip down memory 
lane. If the SNES really is kiddy 
cocaine, then this is a trip. 


THOSE WERE THE 
DAYS MY FRIEND 


8Mbit NES 


Ah, eight bit technology! When the 
NES was in its infancy, Margaret 
Thatcher was Prime Minister, 
Liverpool were unbeatable at foot¬ 
ball, Live Aid was on telly screens 
worldwide and Boris Becker won 
Wimbledon at the age of 17. 

Consoles and console games 
have come on a long way since 
then, but Mario remains the King of 
all sprites. What a bloke! 


graphics ml 90 )// 


Immensely creative. Almost in the 
same league as Mario Kart. 


son ics///////< 88;/ 


The SNES equivalent of an old 78 
being digitally re-mastered for CD 


LIFE SPAN/// 1 93 V/ 


A compendium of games to 
enhance the largest collection. 


GAMEPLAY//I94)/ 


More levels than the Empire State 
Building. A challenge for everyone. 


OVERALL 92 % 
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Carlos displays his harsh flashing blade 
special move. While Mike Haggar looks on. 


Haggar displays his spinng clothesline. Some 
lead pipe carring punk looks on in disbelief. 


Big bad Freddie sees his chance to pummel 
Carlos to oblivion, and moves in for the kill. 


In the bonus round, simply smash the jeep into 
smithereens to earn yourself extra points. 



Here we are in beautiful Holland, and 
not a hand-carved clog in sight! 


The first end of level boss, Won Won, Slam all your opponents energy right 
stalks his prey before attacking. out of him with a big hefty suplex. 



Have console gods Capcom 
■LJ released yet another 

classic beat’em up to be 
HH placed up there in the 
ranks of Streetfighter 2 or have 
they just rehashed and remixed an 
old naff overworked concept? JAY 




Gay Paris, just before tea time. Haggar and 
Carlos are ready for kickin’ some serious butt. 



Mike sorts out the gang of thugs, while Carlos 
practises his special move. 



'Ho Carlos! The airport is this way!’ Everything 
is not running smoothly in the FF2 camp. 



Constantly bashing your buttons will get you 
out of most situations you’ll find yourself in. 



Haggar performs an excellent suplex on one of 
the airport punks. Zangief eat your heart out! 


S everal years have past 
since terror ran amuck in 
Metro City. Peace and 
order has finally returned 
to the town and old people can at 
long last get a good nights sleep. 

Good old Mike Hagger is still 
the Mayor of Metro City 
and everything in 
life is sweet. Sweet 
that is, until the 
ultimate scum of 
the earth. The 
Mad Gear Gang, 
come back to town 
and kidnap Maki's 
father, Genryusai, and her 
sister Rena. 

So Mike Haggar (the big 
guy) Maki (the babe) and 
Carlos (the handsome 
one) must travel the 
globe in search of the 
kidnapped pair. You can 
choose any of the three 
characters you please 
and each have their 
own special moves 
and techniques. 

Scrolling beat 'em 
ups aren't the most original con¬ 
cept of all time and in my opinion 
they don't work too well on the 
console. These games are original¬ 
ly designed for the arcades, and 
the idea of constantly strolling 


along punching mutated freaks 
over and over again leaves you 
bored within minutes with no 
enthusiasm to play on. 

This cart is just too easy, even for 
the rookie player. With five con¬ 
tinues at your disposal, you'll 
steam right through this in 
your first few hours 
and then toss it to 
one side and never 
look at it again. 

Mind you, the 
graphics on this 
cart are positively 
dreamy. Capcom 
have done us proud with 
plenty of massive bulky 
sprites and endless beau¬ 
tifully animated back 
drops. The main sprites 
are amazingly smooth, 
with just a smidgen of 
slow down when you've 
just been harshly beaten 
up. One slight problem 
though, the more big 
sprites on screen, the 
more glichy it gets. 

If you look care¬ 
fully at the background in the Hong 
Kong level, you'll see Streetfighter 
main babe Chun Li. She's taking a 
time out from the hurly burly of 
spinning bird kicks, and is sat 
chomping on a bowl of noodles. 
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BEEFCAKE BOYS 


[IMPORT §= 



Here they are! You must face and defeat every single one of these boys if 
you wish to be the ultimate Final Fight Champion. Good Luck! 


REVIEW 







Ex army guy armed with an 
amazing trallback attack. 
It may taka two of you to 
tackle this dude. 


This beefy bloke was thrown out 
of the military after beating up 
one of his officers. Beware of 
his body charges, they hurt! 



You won’t believe me, but this guy 
used to be a top Chinese chef. He’s 
rather big and rather dangerous, 
and favours the body splash attack. 


That cane is not for his 
limp! Keep your distance 
from this twisted clown as 
he can be quite lethal. 


This bod is an overgrown 
kid at heart. Tempted into 
theM.G.G. simply by the 
amount of toys they had. 




F£ 




A slight improvement 
on the original, what 
with the two player 
option and three char¬ 
acters to choose from, 




but this cart doesn’t give you anything 
new. The scenario is virtually the 
same as last time, and all the so 
called Mad Gear Gang members only 
start fighting if you stand on the spot 
for too long, thus enabling you to 




graphics///(88)// 

Top class stuff. Superb detailed V V 
backdrops are easy on the eye. 1 

SONICS///////(55); 

There's some quite annoying yelps ii ^, 
here, but it's generally passable. 1 


LIFE SPAN (30) 

Even if you're really pump at play- V V 
ing games, you'll finsh this. 1 


GAMEPLAY // 79 >7 

Your moves are pretty limited and V V 
it's just too damn easy! 1 


OVERALL 70V 
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whack seven shades out of them 
before they even get a look in. 

The graphics may look very attrac¬ 
tive, but you don’t buy £50 games just 
to sit and look at the pictures do you? 
Naff gameplay and ridiculously easy 
enemies make this cart one that you 
should only play if your clueless mate 
has bought it or you’ve hired it from 
the video shop. Not worthy. 


CAPCOM • £49.99 • 1-2 PLAYERS 


But the Streetfighter connection 
doesn't end there. Mean Mike 


Haggar is not only physically simi¬ 
lar to big Russian Zangief, but all 
his moves are identical as well. 

Zangief isn't exactly the most 
popular Streetfighter character on 
the face of the earth, so why didn't 
Capcom use somebody good like 
Chin Li or Ryu? 

At the end of the day though, if 
you bought this game it wouldn't 
be the worst purchase in history of 
game buying. You could do a hell 
of a lot worse. But just because it 
looks inviting, that doesn't mean 
you'll like it enough to keep on 
playing it again and again. 
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of tricks CMM 
be tried. 
Men’s* 
carting fn* 
kick. 
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If things aren’t going too well during a match, 
you can always change tactics. 




Each match is played at a breakneck pace - 
the players are In exact proportion to the pitch. 


The ex-England captain 
with the haircut from hell 
is not content with manag¬ 
ing a Carling Premiership 
team. He wants to share his trials 
and tribulations with us all! ALEX 
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kiddy icons put you off - this Is well Involved. Type In a new name to add a personal touch. 


THE MAN WITH THE CURLY PERM 


Born in Doncaster, Kevin Keegan was 
spotted by a Liverpool scout while 
playing for Scunthorpe. He was still 
in his teens. He went on to win the 
European Cup with Liverpool as well 
as a stack of domestic honours. 

He very nearly earned the dis¬ 
tinction of winning the European Cup 
with two different clubs, but was 
thwarted by Brian Clough's 
Nottingham Forest in the '80 final. 

His performances for SV 
Hamburg, the club for whom he 
starred at the time, earned him the 



European Footballer Of The Year 
award. He returned from his exile in 
Germany to play for Southampton 
and was transferred to Newcastle. 

It only took him two seasons to 
help the Magpies to promotion to the 
then First Division. 

Chris Waddle and Peter 
Beardsley played alongside the 
stocky striker in a side that the pre¬ 
sent day Newcastle team would do 
well to emulate. 

In 63 games for England, Keegan 
scored 21 goals. 


D on't let the kiddy icons put 
you off - this is a serious 
footy boss sim that would 
have gone down very well 
on the Amiga or the ST. And that's 
not a criticism. 

A modified version of Kick Off has 
been used when you get down to 
the nitty gritty of playing a match, 
so there aren't any complaints on 
that score. Having said that 
though, the players are a bit too 
small for my liking. 

The management side of things is 
very involved. Your squad must be 
improved at regular intervals or 
you'll be in the lowest division just 
about long enough to be sacked. 

You'll only have yourself to blame 
for poor performances as there are 
always bargains to be had on the 
transfer market. 

Finances, the bane of many a real 
life football supremo, are of vital 
importance - a failure on the finan¬ 
cial front is just as bad as poor per¬ 
formances on the pitch in the eyes 
of the board. Dismissal is forever a 
distinct possibility. 

However, keeping a tight reign on 
the cash and leading your team to 
victory could easily result in larger 
attendances, sponsorship and even 
television coverage. 

•V. T - 1 
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OFFICIAL §j [f REVIEW 


(Below) His face is a lot 
squashier than I remember 
it. Clicking on the ball will 
allow a friendly match. 


The demand for a 
decent football man¬ 
ager game on the 
SNESishuge. There's 
enough happening in 


'®CDQ> l?0»CD©KiB ® 


Foals an pualsbabto by yellow cards. 


(Left) A close ap of 
the ball Mae 
goatwards. This a 
wh at you ’ll tea 
when a match goat 
to penalties. 


N’ 

U\jjJ\y 

ANCO • £49.99 % 1-2 PLAYERS 
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Kevin Keegan’s Player Manager to 
ensure a healthy sales figure. All the 
elements usually associated with 
footy management sims are included 
from transfers and tactics to sendings 
off and injuries. 

You even have some control over 
what is happening on the pitch. If you 
can’t be bothered going through sea¬ 
son after season of tough decision 
making and heartache you don’t have 


The squads are made up of pretend players. Everything’s In here, Including dirty fouls. 


to. Just select the ‘Kick Off’ icon and 





As in proper footy, your side's 
morale can fluctuate alarmingly. 

Don't let your players think 
they're being hard done by or else 
they won't perform to the best of 
their abilities. 

You'll start off on the bot¬ 
tom rung of the league 
ladder in the third divi¬ 
sion. Out of 16 teams, 
only two will gain promo¬ 
tion to the league above. 

However, if you can't 
quite get the balance right in 
your first season then you can 
always build for the next campaign 
and concentrate on the two cup 
competitions. 

The attention to detail has given 
this game a commendable depth. 
Every player possesses his own 
attributes which change in terms of 
experience and skill - it may be 
worth changing their positions. 


You'll soon learn that it's nigh on 
impossible to keep the entire pool 
of players happy. Certain prima 
donnas will even slap in transfer 
requests. When you've sorted out 
your side for the scheduled 
match, arguably the 
biggest decision is nigh. 
Do you rely on your skills 
at playing Kick Off and 
control your team, do 
you just watch or let the 
computer come up with a 
predicted result? 

With three skill levels and 26 dif¬ 
ferent set ups, KK can't be criticised 
for lack of longevity. It will be inter¬ 
esting to see whether using 
Keegan as the endorser is that 
good a ploy, knowing how opinion¬ 
ated some footy fans are. 


& 7 . 


tovchllees. Aneo turn 
spcendphutyef 
advertising space. 


What every manager needs, especially these 
days. A calculator. 


steam into a two player one-off 
friendly contest. 

That’s the best thing about KK’s 
Player Manager. The involved side of 
things and the instant gratification 
element complement each other a 
treat. Although no new ground has 
been covered here, this is still a solid 
release. It will probably be improved 
upon in months to come, but for now 
it is the yardstick against which all 
future SNES football management 
sims will be measured. 


GRAPHICS III 

Functional. Good digitised Keegan 
face if you're into him. 


SON ICS/////// 


The tunes are smart, but the spot 
effects are disappointing. 


LIFE SPAN/// 


Go as deep as you fancy. KK's big 
redeeming feature. 


GAMEPLAY III 


A good balance between strategy 
and skill. 



OVERALL 


81 % 
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ENIX # £49.99 • ONE PLAYER 


SEARCH FOR EDEN 


I feel a song coming on: 
Frogs do it. Trees do it. 

Even educated bees do it. 
Let’s do it. Let’s all evolve. 
Bit of a tall order for some of the 
office staff, that. SIMON 




character to whichever stage youwaat. 


T hanks to the incredible Mr 
Darwin and his bold stud¬ 
ies on the Galapagos 
islands, Enix are able to 
present you with a game that takes 
billions of years to play. Luckily for 
you, the games player, the time is 
not a problem. 

The whole idea is to start up as a 
fish-like creature, and then move 
onto land and so on and so forth 
until you evolve into a super being. 
Easy you may think, but not so 
fast, Mr Survival of the fittest is out 
to ruin your day. 


There are plenty of things I don’t like 
and one of them is people on the Mega 
Action team giggling and generally 
going on. The last time this happened 
they we’re all playing that cutesy of 
cutesy games Ecco The Dolphin. 

Now I don’t dump toxic waste and I 
must admit to getting irked when 
Exxon come along and destroy Alaska. 
But that doesn’t mean I’m going to run 
off and buy umpteen different waste 
bins and spend my time playing as a 
Dolphin all day. 

Nevertheless after splashing about 
in the water as a Dolphin for a couple 
of days (I bullied the M.A team into 
letting me play) I soon changed my 



tune and now have 32 PVC bins in my 
crowded kitchen. 

And now to the point. The game- 
play in Ecco The Dolphin is vaguely 
similar to Evo, though you might find 
the former slicker. 



Eat the crystals for information and help. 

The thing about evolution is that if 
it doesn't work it doesn't last. 
Mammoths didn't work. Sabre 
tooth tigers didn't work, Sinclair 
C5s didn't work and now you won't 
find any of them hanging around 
the planet. So if you want to get 
ahead in Evo, make sure you evolve 
at a steady even pace, one step 
ahead of the competition. 

To evolve, all you have to do is 
eat stuff. That's it, just eat some 
stuff - doesn't matter what it is - 
and you'll get some points. Use the 
points on the evolution shop/type 
screen to buy some progress. 

You can evolve different parts of 
your body, Jaw, Dorsal Fin etc etc, 
but you have to balance off the 
evolutionary process or you'll find 
that you've developed into a gold¬ 
fish with the jaw of a whale and 
you won't be able to lift your head 
out of the silt. 

If you do manage to get 
out of the water, then 
eventually you will become 
mamalised and eventually 
progress to manhood 
(something we're still wait¬ 
ing for Diablo to do). 

Each stage of develop¬ 
ment takes you onto a new 
map and you have to beat 
an big end of level 
guardian. Therefore, the 
better developed you are, 
the greater your chances 
are of victory. make sure 


This is the angler horn, say no more. 


Vl35EBEE32iSM\\ 



You are temporarily tr 
ray. Well some kind ot 

ansformed into a manta 
f ray at any rate. 

1 
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Move through the caverns and eat the 
anenomes to increase your health. 


55/S5 II I Vf) - l>: 30 1 
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first guardian you encounter, he’s well hard so 
you’re tooled up for the job. 



When you kick off you are merely a fish like 
any other. 


Later there are all sorts of outlandish add one 
you can pick up. 


The more grub you pick up (usually) means 
that you are harder to Injure. 


Eventually you will be able to forsake the 
oceans and progress on the land. 
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On Nov 24,1889 Charles Darwin 
released his theory of natural selec¬ 
tion upon the world. His theory was 
based on findings he had made while 
observing South American Finches, 
and it was so wild that everyone in 
the world went mad. 

Even that bastion of sanity, the 
American South (not to be confused 
with South America) lost its marbles. 
Indeed if it weren’t for the interven¬ 


tion of James Stewart, or possibly 
Spencer Tracey (or was it Jon Voight?) 
during the infamous Scobes Trial of 
1925 then all the schools there would 
have to drop Biology as a subject and 
take double games instead. 

In these two pictures we show you 
how evolution works. On the left is a 
dumb caveman, and on the right is 
what cavemen develop into given a 
couple of million years. 


Without doubt this is 
one of the most origi¬ 
nal game I’ve ever 
played and one that 
captured the imagina¬ 
tion of everybody in the office. This 
combined with the gameplay, gives 
you a totally addictive game. 

The idea of developing through the 
aeons to become a superior being 
does, partly through curiosity and 
partly through a sense of adventure, 
get you hooked very early on. At first I 
thought it was a very cerebral game 
but Cavey Davey whizzed past me at 
such a rate that I have to give it a lot 
of arcadey credit. Although young 
Dave is more personally involved with 
evolutionary acceleration than I am 
(even Lungfish make fun of him). 


IMPORT 




CHARLES DARWIN 


My we're looking good today, anyone for shark 
steaks? 


Evolution may seem like a brick wall, but It's 
not, It's made out of metal. 


It has to be said that evolution can come up with some pretty garish outfits. 


Stop talking to him and get him eaten, do you 
want to stay a reptile. 







OVERALL 


As you evolve you notice the land around you 
Is also growing up. 


Then before you know It you 
have made It to manhood. 


GRAPHICS ///(85 V/ 

Cartooney but without being too V V 
cutesy. I 

SON ICS ///////( 84V/ 

Much of a muchness, which is a lazv X, y 
way of saying they do the job. ^ I ^ 

LIFE SPAN///(90V 

A couple of million years, this V V 
game will run for ages. 1 

GAMEPLAY/// 84)/ 

fun to play with arcade skill S 

slategy required. 


you to pick 




monsters -- 

tsky. 
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As In the tee you have to eat stuff to bolster 
yourself and get ad one. 
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Above: The small square you see 
before you, Is an enemy plane 
locked Into your targeting range. 
Plan your attacks before firing. 


REVIEW ^OFFICIAL 


Ground target approach heavy artillery 
bombardment, lightning attack and return. 


e i sairfi i‘B 


Problem with war is that 
it can be bit hazardous. I 
don't know what 
happened. Everything 
was fine then... boom! 


MI88ION 1 


Lost, on a painted sky 
where the clouds are 
hung for the poet’s eye. 
I will return to thee... 
fiddly dee. 




MARUBENI • £49.99 • ONE PLAYER 



F orget space travel, the ulti¬ 
mate technological thrill a 
human can experience must 
be piloting a jet-fighter. 
There has been a veritable hangar 
load of aircraft simulation titles 
released, each a futile attempt at 
reproducing the underpant soiling 
experience of piloting a fighter jet. 

Some cater for the plane fancier, 
placing emphasis on pure simula¬ 
tion for armchair pilots content to 
sit on the airstrip and wiggle flaps 
and ailerons. But for the gungho 
amongst us, alternatives are little 
more than glorified shoot'em-ups. 

The correct formula has proved to 
be about as elusive as Lord Lucan 
and equally sought-after, a perfect 
balance of realistic simulation and 
seat-of-the-pants action. 

Eve of Attack: The world econo¬ 
my is in tatters, ancient relation- 


An A-10 sets out to deliver goodwill message. 


Look at my shiny new plane everybody! Look! 

ships and alliances buckling, west¬ 
ern nations forced to reduce mili¬ 
tary spending drastically, war is 
being raged throughout the conti¬ 
nent and the Gulf. 

Massive amounts of the most 
advanced and powerful weaponry 
unused during the Gulf conflict is 
now freely available on the black 
market for those with the biggest 
purse. On the verge of the 21st cen¬ 
tury, NATO countries are weak and 
at the mercy of the dogs of war. 

Battle scenario - there are an 
undetermined number of unidenti¬ 
fied enemy aircraft entering neutral 
territory, they are threatening to 
attack both military and civilian tar¬ 
gets. Your operation is to identify, 
engage and eliminate the trigger 
happy enemy aircraft. S.A.D. is a 
lone mission and thus a one player 
only game. 




Long range missiles. The enemy appears on 
radar long before the pilots make eye contact. 


Engaging an enemy fighter, it is here that you 
experience the lightning speed of SAD. 


Looks like a popular part of theo country. Time 
to fire off a few sidewinders. 


B Super Air Diver, or S.A.D. 
for short... must be the 
most unfortunate acronym 
since Del Boy formed 
‘Trotter Independent Traders’. Is it 
one for gung-ho jocks or the 
anorak-clad purists? JASON 
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OFFICIAL^ REVIEW 


F-14 D. Mmm that's a pretty plane with flirty little tail fins out the back and a 
gauche new shape... tonnes of confidence, although a bit precocious! A lovely 
oriental number, light and manoeuvrable ideal for casual or official engage¬ 
ments - tres versatile. A-10 tank buster, its name says it all. Hunky and chunky. 


Study these statistics... it's not 
essential info but it makes great 
conversation in the pub. 


A 
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fl'he F-HD is a high-speed 
. ircraft that can carry a 
[heavy missile load. Its 
idvantage is a long-range 
strike capability. 
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Know your missiles. It just 
wouldn't do to eliminate 
the enemy with the wrong 
type of weaponry. 

Thankfully, a short-winded 
statistic/info introduction. 
It's perfunctory stuff, but 
makes interesting reading. 




A vast collection of modern mili¬ 
tary aircraft is at your disposal, 
choosing the correct aircraft is fun¬ 
damental to mission success, and 
so aircraft knowledge is essential. 

The arsenal numbers F14-D, 
Super Tomcat and Tornado for 
swift attack. The FI4 can seek and 
track twenty four high speed tar¬ 
gets simultaneously, and your 
weaponry can target and attack six 
targets at once. 

It is not so much the skill of the 
pilot in todays modern air warfare, 
as the technicians who design and 
build the aircraft. In contrast to an 
enemy intercept objective, a 
Hammerpot attack on ground tar¬ 
gets requires a completely different 
aircraft and tactics. 

Enter one A-10 A Thunderbolt. 
Designed during the Vietnam war, 
awesome war machine, capable of 
carrying and administering awe¬ 
some consignment of weapons, 
7000 kg of firepower and armour 
piercing 30mm machine guns. 

In a dogfight situation, the con¬ 
trol interface provides swift and 
responsive direction. Radar picks 
up three unidentified military air¬ 
craft and the mission accelerates 
forward prior to engagement. 

Piloting a FI 4-Tomcat, the control 
interface features full accessibility 
to all weaponry onboard, the Y but¬ 
ton activates a six-cylinder, 20mm 
cannon for short-range air to air 
combat capable of firing 6000 
rounds per minute. 

Meanwhile, the A button dis¬ 
patches devastating and deathly 
accurate AIM-9 Side-winders spi¬ 
ralling towards a helpless target. 

AIM-9's seek infra red emitted 
from the jet engine exhaust. 


Furthermore, AIM 7 Sparrow is 
activated by the B button. A semi¬ 
active radar homing missile locks 
onto your radars frequency and 
then locks onto the target. 

Your enemy is armed with equal¬ 
ly fiercesome firepower and so 
chaff and flares (X button) could be 
the only thing between you and a 
close-up, but brief last look at a 
Side Winder. 

Operation Hammerpot! Once the 
pilot has cut a sway through the 
enemy squadron, the objective is to 
retaliate against enemy ground tar¬ 
gets. Piloting the A10-A, the pilot 
has the immediate disadvantage of 
limited speed capability. 

Flying at low altitude, the objec¬ 
tive is to avoid radar surveillance, 
hugging the terrain, monitoring 
and plotting progress towards the 
targets and evading the unwanted 
attentions of enemy interceptors 
and the sporadic ground-to-air fire. 

Additional niceties onboard the 
A-10 include Napalm missiles and 
awesome Mavericks. In comparison 
to the lightening quick reflexes of 
the F-14 and Tomahawk, the A-10 is 
a slow and cumbersome bus. But 
far from detracting technically, the 
design of this 
game is state of 
the art for a air 
sim/arcade cross 
with a fully rapid 
scrolling engine, 
well defined 
graphics, a com¬ 
bination of good 
bitmap sprites 
and vector detail 
aiding the speed 
and smoothness 
of the effect. 



Hammerpot blow on enemy installation 
aproach is low to avoid radar detection. 
Engage artillery and kill, kill, kill! 


i-’hki. nur 



I don't believe it! I just don't bloody believe it! 


m anyi i‘M 

mm i 


Sights locked on target. Nothing can go wrong 
nothing can stop me. What's that funny noise 
from the engine? 



i 

k 


i 
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Above: Here’s the man with all 
the information about your 
missions. Listen carefully. 



Phew... another underpant 
soiling mission and its home 
for tea. But what's this bogey 
on the screen... urgh. 


...and lunch tasted so good 
the first time round. A little bit 
of 360 is an excellent laxative. 



Being an impatient so 
and so, I really appre¬ 
ciate the way S.A.D. 
throws you into the 
thick of it. 

Once there, the balance of action 
and realism is very agreeable and the 
pace is kept at brow-moistening pace 
with some rough and ready computer- 
controlled enemy planes and over 
zealous ground to air attack. 

A ferocious barrage which gives 
one the overwhelming impression of 
being a non too firm pile of number 2’s 
heading hopelessly towards an enor¬ 
mous great fan. 

The control interface may offer you 
instant access to the high powered 
weaponary, but this is not a far reach¬ 
ing flight simulator. But it sure is fun. 


GRAPHICS ///(86/ / 

Speed is the essence in this awe- V V 
somely quick sim! I 

SON ICS//////// 75^/ 


A bit whiney, but I suppose with jet 
engines you're a bit limited 


LIFE SPAN///< 

Hours of fun! It's not too serious 
but there is plenty of variety. 


GAMEPLAY 

Not choked up with poncy proto¬ 
col. One for gung-ho jocks! 


OVERALL 


mju 


m)i 







SUPER ACTION 27 













































































INTERPLAY • £49.99 • ONE PLAYER 



Prepare to indulge in a 
bizarre feast of plasticine 
platform tomfoolery in a 
crazy world where every¬ 
one has a flexible friend. JAY 








This is how you’ll finish up at the end of a level. 


W hoah! Hold onto your 
hats kids, because this 
is one hell of a confus¬ 
ing plot. It all begins in 
a peaceful little town called 
Mudville, home to Professor 
Putty and his admiring son, 
Clayton. Professor Putty 
has been developing 
(along with other 
weird experiments) a 
serum which can 
transform living crea¬ 
tures into clay. 

But as well as the 
Prof, somebody else had 
the very same idea. That 
person is the evil witch doc¬ 
tor, Jobo. Hearing of the Professors 
invention, Jobo decided to go and 
have a look for himself. 


This is your ticket to the next level. Use it! 


Meanwhile, young Clayton was 
returning home from school. As he 
arrived, he was greeted with his 
smiling father announcing that his 
serum had worked! He could turn 
living things into clay! Hurrah! 

But before Clayton could 
blow the froth off his 
beer, Jobo appeared, 
demanding the magic 
serum and its special 
formula. Seizing the 
Professor, evil Jobo 
transformed Clayton 
into a small blob of 
clay and escaped in a 
puff of smoke. 

So, basically it's down to 
you, Clayton, to search the globe, 
find your Dad and turn back into a 
strapping young lad before any of 
Jobo's creations can grab hold of 
you and ruff you up. Good Luck! 

To help you on your mission 
there are five assorted coloured 
blobs of clay strewn about the 
landscape. These will give you the 
ability to change into five different 
creatures, each with their own 
moves and abilities. 

When you have completed any of 
the levels you will be transported 
to a map screen. To enter a new 
level, simply manoeuvre onto one 
of the whirlpool icons. 

The two robots that magically 
appear on the completion of a level 
help you progress further into this 
desperate quest. 


Clayton jumps around in the jelly blocks. 


Oozy can’t decide if he wants that gem or not. 


Here’s the pinball bonus level. Cool eh? 








_ 


Clay balls? I think I’ll take another route! 


As the 'bots come out of the 
house, they systematically walk 
around the surrounding area, turn¬ 
ing when something gets in their 
way. Move rocks, garden furniture, 
axes and trees to make the robots 
clear a path for you. Once they 
have done that, you can move on 
to the next section. 

The crazy characters in this game 
are amazingly loveable, even the 
bad guys look cute! Along your 
way you'll have to deal with the 
Spitting Claymeleons, Clay Nosed 
Sharks and the imaginatively enti¬ 
tled Spiked Snail Things as you 
squeeze and ooze your way 
towards your father, and it ain't no 
stroll in the park, I can tell you. 



COME CLAY 
WITH ME 

Claymates is just one of the many 
games involving ‘claymation’ to hit 
the market. Quite a number of soft¬ 
ware houses are now latching onto 
the idea, and are no doubt intend¬ 
ing to make the most of it. 

Here are a couple of carts which 
have used claymation techniques: 


MORTAL KOMBAT: 

Well, you didn’t think Goro was a 
real bloke did you? 

CLAYFIGHTER: 

Streetfighter meets Morph in this 
wacky beat ’em up. 

HARLEY’S HUMONGOUS 
ADVENTURE: 

Uncool geek romps around over 
sized kitchens and bathrooms. 
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OFFICIAL^ REVIEW 


• NEVER* 




jj. 0 At first, I didn’t fancy 
1 - *»•,> having to sit down and 

review this cart. I’d 
walked past the office 
monitor, gave it a 

glance and thought it all looked very 
nice. But how often have you seen a 
game with amazing graphics, and 
after you ’ve played it you ’ve found 
yourself searching for the THQ label 
on the box? 

Lucky for me, when I finally found 
some time to sit and play this game I 
did find it enjoyable and amazingly 
addictive. Sussing out the scenery 
and learning how to make the most of 
the five characters on offer is a chal¬ 
lenge onto itself, thus adding to the 
already bulging gameplay. Good, 
clean, gooey fun! 


GRAPHICS III 

Amazingly gooey animation. Nice 
sprites and funky bad guys. 


son ics ///////( 88)/ 

An excellent soundtrack and bril- V y 
liant samples make this a gem V 


LIFE SPAN//// 80 )/ 

Lots of confusing backdrops add to V >/ 
the pace of the game. I 


GAMEPLAY III 

The variety of characters require 
different control methods. 


OVERALL 


( 75 )/ 
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The graphics on this game make 
it look as if it's been designed for 
the younger gamesplayer, but 
looks can be deceptive. 

It's got comedy by the bucket 
load and playability by the bag full, 
basically I kinda like this game! 

The tuba oriented soundtrack 
urges you to carry on further and 
the hilarious sub sections really 
make it all worth while. Because of 
all the surreal characters in this 
game, it only deepens my belief 
that all game programmers take 
large amounts of drugs. 


Yet another amazingly difficult bonus level. 
It’s all very weird and incredibly strange. 


These balloons act as returning points if you 
should ever bite the dust. 


Fred Bassett attack! Fred Bassett attack! 
Globmeister the gopher stocks up on his nuts 
and prepares to do battle with the beagle. 


Hop onto the whirlpool to get to Jerry’s garden. 


Pick up the axe and hack your way to freedom. 


Boh Doh illustrates his special move. Yes, 
you’ve guessed it! He can Fly! 


Muckster decides to take the high road. 


ANIMAL FORM 


You may start this 
adventure as a small 
sloppy blob of clay, but 
you don’t have to stay 
like that. Jump into any 
of the coloured pieces 
scattered aroung the 
scenery and you’ll trans¬ 
form into one of the 
many different charac¬ 
ters on offer. 
Here’s a little introduc¬ 
tion to each of your new 
friends. 

GOOPY 


DOH DOH 


OOZY 


Finally, the green blob of clay 
transforms Clayton into Doh Doh 
the bird. As with most birds, Doh 
Doh can fly into the air by con¬ 
stantly flapping his wings. Being 
able to fly, Doh Doh can reach 
certain places that the other 
Claymates can’t. Unfortunately 
for Doh Doh, he needs a fair old 
amount of run way to get himself 
into the skies above, so plan your 
flight routines accordingly. 

GLOBMEISTER 


Grab the grey clay and little Clayton 
turns into Oozy the mouse. Oozy is 
the fastest of the Claymates and 
using a special technique called 
Blaze Processing, he can accelerate 
to even higher speeds, causing a 
dreamy blur across the screen. Oozy 
is also equipped with a mighty roar 
to scare off attackers, and because 
of his small size, he’s able to 
squeeze through many holes that the 
other Claymates can’t fit through. 

MUCKSTER 


The purple blob of clay means 
that Goopy the fish is here. When 
Clayton needs to swim, Goopy’s 
your man. He’s able to move onto 
dry land as long as he can hold 
his breath. If he can’t get back 
into the water in time, he will 
morph back into the clay ball 
again. His main form of defence is 
spitting air bubbles at his foes. 


Pick up the brown piece of clay 
and you will transform into 
Globmeister the Gopher. 
Burrowing underground (where 
other claymates can’t go) is one 
of Globmeister’s tricks, along 
with chucking his acorns at any¬ 
thing getting in his way. The fur¬ 
ther you dig, the happier 
Globmeister gets. 


Collect the red piece of clay and 
you’ll take the form of this wacky 
cat. You’ll be able to scratch hell 
out of your enemies and have the 
advantage of climbing trees. Not 
only can he climb, but he can run 
up and down the sides so he 
doesn’t have to worry about hop¬ 
ping from branch to branch like 
all the other Claymates. 




































REVIEW_ import 


After each quarter, the relevant stats are displayed - it’s 
just like watching on TV. 


The all-important coin toss involves the ref flicking a 
gargantuan coin in the centre of the field. 


KONAMI • £44.99 • 1-2 PLAYERS 




The nation synonymous 
with MacDonald's, Charles 
Manson and Martin Luther 

_King has a very important 

sport. American football. So much 
so that there’s another US footy 
sim for us all to enjoy. ALEX 




The liquorice allsort is actually an icon 
showing which guy you’re controlling. 



John Madden 


John Madden ’93 was, until now, 
the only American football sim 
deemed worthy of a place in the 
Index (Super Action’s library). It 
was reviewed by Simon and scored 
78%. As you can imagine, there are 
several American football games 
available in America. 

However, not all of them are 
converted to the Pal machine as 
demand in Britain isn’t as high as 
across the Atlantic. Here’s hoping 
Konami convert this one. 




Atypical 

progress. 


D on't try to play this before 
you've watched it in the 
excellent demo mode. Any 
two of the 28 featured 
NFL teams can be selected - it's 
better than watching American 
football on the TV. And I mean that. 

There are no breaks for adverts, 
the quarters can be reduced to five 
minutes a time and you can see 
exactly what tactics both sides are 
attempting to put into practise by 
virtue of the playbook screen. 

You'll garner an understanding of 
how the game is played in this way 
- only then will you need to start 
consulting the standard large and 
confusing manual. 

NFL Football impresses from the 
outset. When selecting the home 
team, the helmet changes colour 
and design to correspond with the 
chosen side. So? That's not all. A 
3D shot of the correct stadium 
appears in the centre of the screen, 
changing as the helmet does. 

On the same screen you may also 
choose weather conditions, dura¬ 
tion of quarters, type of sound 



When performing a place kick, the path of the 
ball is followed from boot to crossbar. 



There’s that liquorice all sort again. Which 
team is this, Bertie Basset’s All Stars? 



Preparing for kick off. This is just one of the 
myriad of view angles seen in NFL Football. 

accompaniment and standard 
(beginner) or team (tactics based 
on real life teams) playbooks. 

You're by now itching to play. 
However, you must still endure 
another screen before the match 
commences. This gives you a brief 
analysis of the competing teams. 
Ratings are shown on a scale of A 
(Big Mac, large cola and large fries) 
to F (small rootbeer). 

The aforementioned ratings 
should determine the tactics you 
employ from kick off to the end of 
the fourth quarter. Put it this way, if 
you ignore the relative strengths 
and weaknesses of your team and 
your opponents you'll suffer a 
heavy defeat. 

When the match finally kicks off, 
you'll be treated to an array of view 
angles. These range from a side on 
scrolling perspective all the way 
through to following the ball's tra¬ 
jectory and close ups of sackings 
and touch towns (see glossary for 
list of terms). 

NFL will take a lot of getting used 
to, but I assure you it will be worth 
the effort. Seeing the trio of cheer¬ 
leaders strut their stuff after your 
wide receiver emphatically slams in 
a touch down. 

As I've said before, there are 
many American football sims avail¬ 
able on the SNES but I'd place this 
on the top of my pile. Kemco are 
currently pondering whether or not 
to release this officially. My advice 
to them is do it now. 
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IMPORT == REVIEW 


The most playable 
SNES American footy 
game I’ve seen yet. 

The demo match fea¬ 
ture is a corker for 
armchair enthusiasts who are too lazy 
to even tap the joypad buttons. 

When the game is in progress, little 
is left to luck. Strategy and skill are 
needed in abundance for any degree 
of success. 

NFL recreates the complexity and 
spectacle of American football better 
than any previous release. Okay, so 
it’s a sport dominated by hype and 
advertising but which sport worth it’s 
sponsorship isn’t these days?Buy this 
and you’ll understand why the Yanks 
get so het up about what, superficial¬ 
ly, seems such a stupid sport. 


GRAPHICS III 

Nothing too fancy, but more than 
functional. 


It’s the fourth down and there are only a few 
yards left to go. The tension’s unbearable. 


Touchdown! Each field has it’s own 
real life markings. 


The ball’s flying towards the heavily 
marked running backs. 


TERP 


OFFENSE 

Primary receiver - Main target man. Fastest guy on 
team. 

Eligible receiver - Alternative target if primary 
receiver is guarded too closely. 

Decoy - The guys who attract defenders away from 
primary receiver. 

Ball carrier - The guy with the ball. The opposition 
defence call him “lunch”. 

Blocker - Big guy who gets in the way. Must try to 
stop defenders from reaching the chap with the ball. 

DEFENSE 

Attack - The hulks who storm through the line to nail 
the ball carrier. 

Man-to-man - Marking system as in soccer. Each 
defender has a specific opponent to keep an eye on. 


IMED 


Zone - Defender has a set area to patrol, rather 
than a single opponent. 

Read - This defender must live off his wits and try 
to predict what type of offensive play is about to 
occur against his team. 

Sacking - A successful tackle. 

Punting - Hoofing the ball downfield in open play. 
Interception - A defender catching the ball intend¬ 
ed to reach an offensive player. 

Kick Off - As in soccer, it’s a kick downfield to 
start the match or re-start it after half time or 
after an extra point attempt (which happens after a 
touch down). 

Field Goal - A three point place kick, similar to a 
penalty kick in rugby union. 


SONICS /////// 

All the banging, crunching and 
announcements you’ll ever need. 


(mi 


LIFE SPAN///(86>/ 

A game with attitude and alarming V S 
addictiveness. 1 


GAMEPLAYZ/f 85>/ 


Sufficient variety to cause 
enthralling contests. 


OVERALL 


The comparative strengths and weaknesses of each side 
are shown before each match. 


Scroll through and choose your set play. Now pray that the 
defense haven’t sussed you. 


Both sides have extensive platbooks available to them - 
the strategy starts here. 


Manchester bookshop 
recommend the following 
American footy bibles. 

the Gunronsss 

AMERICAN FOOTBALL 
FAGTBOOK by Ian 
Morrison will soon sort 
out your tight ends from 
your running backs. 
Alternatively, for an 
insight into the training 
camp of the Detroit Lions, 
try PAPER LION by 
George Plimpton. 


Don’t get too greedy and run too 
far, or you’ll be sacked. 


Brrrr... it’s freezing! Good job that 
liquorice allsort’s warm. 


Offense 

Pleybcek 


The playbooks, with their accurately rendered team 
helmets are closed. Time for action. 
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Set your ego boosters to 
maximum as we delve deep 
into the most sought after 
column in video game 
history. The Hall of Heroes. 
And for all you Super 
Nintendo underlings, 
there's the losers bin too. 


.LOSERS 


Hang your heads in shame, you bunch of bottom of the 
league oiks! Only the sad and pathetic are named below. 



-1 

Send all your scores, pictures, letters and laffs to: 

HALL OF HEROES/DUSTBIN OF DOOM, 

SUPER ACTION, Europress Interactive, Europa 
House, Adlington Park, Macclesfield SK10 4NP. 

Name . 

Town/City. 




Game: Lemmings 
Score: N/A 
Level: Mayhem 

Name: D. D’Estelle 

Game: F-Zero 
Score: Completed 
Level: King League 
Name: James Gibson 


Game: Super R-Type 

Score: 4,057,100 
Level: Hard 

Name: M. Barmby 


Game: Axelay 
Score: 703010 
Level: Hard 

Name: Chan C. Lam, 
Montrose 

Game: Joe & Mac 

Score: Completed 
Level: Hard 

Name: Richard Webber, 
Essex 

Game: Streetfighter li 

Score: 1,110,300 
Level: 7 

Name: David Me Geady, 
Manchester 

Game: Alien 3 

Score: Completed 
Level: Hard 

Name: Derek Byson, Newton 



Game: Super Smash TV 

Score: Completed 
Level: N/A 

Name: Charles Unrau, 
Scotland 

Game: Super Mario Kart 
Score: Gold in all cups 
Level: 150 cc 
Name: Kevin Jupp, 
Middlesex 


Game . 

Level . 

Score/Achievement 
Disaster. 


Game: Dragon’s Lair 

Score: Finished 
Level: Expert 

Name: S. Dew, Bicester 

Game: Starwing 

Score: 44300 
Level: 3 (Hard) 

Name: Dara Gray, Yateley 


Game: John Madden 

Score: Won Superbowl 
Level: N/A 

Name: Kieron Boote 

Game: Robocop 3 

Score: 217,800 (completed) 
Level: N/A 

Name: Justin Ashwood 

Game: Final Fight 

Score: 3,310,653 
Level: N/A 

Name: Mark Foale 


Game: Pushover 

Score: Completed 
Level: N/A 

Name: David Fryer, 
Warminster 



WINNERS... 


Super Star Wars is today’s choice folks. We’ve been 
flooded with Jedi related scores and figures since the 
start of the month, and here are all the winners. Hurrah! 




Q \ 


Score: 
Completed 
Level: Jedi 
Name: Richard 
Webber, Essex. 

★ ★★★ 





sit 


Score: 361950 
Level: Brave 
Name: Greg 
Lovegrove, 
Nottingham. 


★ ★ 


Score: 389400 
Level: Jedi 
Name: Mark 
Welsh, 
Newcastle. 

★ ★★★★ 





£ 




Score: 366200 
Level: Brave 
Name: Jay 
Sharpies, Marple, 
Cheshire. 

★ ★★ 




Score: 
Completed 
Level: Easy 
Name: Richard 
Stevenson, 
Enniskillen. 
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TOP-QUALITY 
LEATHER FLYING J 


■wan 




Hardly plane- 
spotting gear, 
but Tom 
Cruise wouldn’t 
have won Kelly McGillis’ 
heart in a cagoule. So 
chuffed with their rapid air 
craft simulation Super Air 
Diver, publishers Marubeni 
is offering three superb fly¬ 
ing jackets to those who 
really know their aircraft 
trivia. Here is a selection of 
challenging questions. 

O What British fighter jet can take 
off vertically? 

© Name the movie in which Clint 
Eastwood steals a top secret Soviet 
fighter? 

© What famous World War 2 fighter 
pilot was depicted in the movie 
Reach For the Sky? 


in vin win win wi 


MACCLESFIELD 


POST CODE 
TEL. 


SKIO 4NP 


□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 


All employes of Europress and their families are banned from entering. The 
Editor's decision is final and no correspondence will be entered into 
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CLOSING DATE 

30th NOVEMBER 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


Send your entries to: 
JACKET COMPO 
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EUROPA HOUSE 
ADLINGTON PARK 
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Yours SuperNESIy, 
Evan Gittins (aged 14), Shrewsbury. 


As usual, we're overjoyed to help. 

1. Pilotwings scored 93% overall 
and 94% on graphics - a fine couple 
of ratings I'm sure you'll agree. 
However, it's quite an old game so 
look out for next month's Index - 
there could be a few surprises. 

2. The SNES palette has a grand 
total of 32,768 colours, compared 
with the Megadrive's paltry 512. 

3. You should buy both - they're 
highly playable classics. 

4. The Megadrive version of Mortal 
Kombat features the blood and 
gore of the finishing moves, the 
SNES version hasn't. However, the 
characters are better portrayed and 
move around smoother on the 
SNES. So if splattered intestines 
are what you're after, the answer is 
yes. It's true. 

5. They've reduced the price of the 
Gameboy, so one of these days 
they might do. 

6. There are some corking titles 
graphically. I'm into Mario Kart's 
graphics, but Ben prefers those of 
Star Wing. 

7. We've got a word search this 
month instead. 

8. We don't think the real thing has 
been betterd yet, although the 
ASCII pad comes close. 

We've kept to our side of the bar¬ 
gain, so you've gotta keep yours. 


DOWN UNDER 

Dear Bill and Ben, 

I am a reader from Australia, and I 
have a few questions I was hoping 
you could answer. 

1. Could you tell me when we could 
expect the SNES CD-ROM to 
appear here in Oz? 

2. Approximately what would the 
cost of it be? (In Australian dollars). 

3. Why does it take so long for 
Super Action to arrive over here? 
(The most up to date issue I have is 
May 1993). 

4. Would you seriously consider 
including a full size poster in each 
issue of Super Action. (Heaps of 
other mags do it). 

P.S. Keep up the good work on 
Super Action. 

Donald Main, Albany, Western 
Australia. 


Warmest congratulations on win¬ 
ning the test series! 

1. The release date for the SNES CD 


Bill and Ben are back again. The 
poison pen has been re-filled with 
the purest ink in preparation for 
another mouth-watering selection 
of questions and answers. 


styles and put their names to all 
the stuff we do. We can't have 
everything our own way... 

3. Our fave is Mario Kart, but we 
think Wayne's World would make a 
good film (not)! 

4. Hello Michael's Mum, Dad, twin 
brother Matthew and sister Clara. 

CANDID CAMERA 

Dear Sirs, 

Please find enclosed a funny photo¬ 
graph of my 4 week old daughter 
Molly Edwards, who's already a 
keen reader of the cheapest and 
most helpful magazine. I hope you 
print it. 

Many thanks, 
Steven Edwards, Kirkby, Liverpool. 
P.S. Keep up the good work. 


SPANISH INQUISITION 

Dear Guys, 

I have some desperate questions 
that need pairing with answers: 

1. How do you rate Pilotwings and 
what percentage would you give it 
for graphics? My sad little sister 
reckons the cruddy old C64 is capa¬ 
ble of better! Please can you set 
her straight. 

2. How many colours has the SNES 
palette got? 

3. Which should I buy, Mario Kart or 
Super Tennis? 

4. Gamesmaster magazine thinks 
Mortal Kombat is better on the 
Megadrive than on the SNES. Can 
this possibly be true? 

5. Have Nintendo got any plans to 
reduce cart prices? 

6. In your opinion which SNES 
game has got the best graphics? 

7. Your crossword is far too easy. 
Can you please try to make the 
clues harder. 

8. Is the Quickjoy SN Propad better 
than the Nintendo control pad you 
get with the SNES? 

P.S. If you answer my questions 
and print my letter I promise never 
to buy Super Play or Total again. 


tion is far superior to the rest of the 
mag and you should have the 
whole mag to yourselves. 

3. Out of any game that you have 
tested which is the best and which 
would you make into a film! 

4. Could you say hello to my Mum, 
Dad, twin brother Matthew and sis¬ 
ter Ciara. 

Thankyou 

Michael "Sexier than Pat Cash" 
Sterrett, N.Ireland. 

Of course we remember you 
Michael. Having said that, we don't 
recall you being better looking than 
us two. Right. In numerical order: 

1. The SFII models are available 
from Replay Consoles (0924 
402244) for £4.50 each or £44.95 for 
all twelve (excluding postage and 
packing). 

2. The publishers have in fact 
realised our section is the tops. 
However, we've been told that we 
have to use Alex and Jay's writing 


I’M TOO SEXY 

Dear Guys, 

You may not remember me but I 
am Mr Michael "Sexy" Sterrett and 
maybe even better looking than 
you two. So could you please 
answer some questions for 
me. 


1. In your August edition of 
your excellent and unequaled mag, 
you pictured SFII models but you 
never mentioned the price so could 
you tell me please. 

2. Why don't the publishers of 
Super Action realize that your sec¬ 


STAR LETTER 

Dear 'So-called' Bill and Ben, 

I've been reading Super Action since it started, and it's gone from 
okay to abysmal. However, I'm not just going to slag it off. Here is a 
list of constructive criticisms to help you improve the quality and con¬ 
tent. Instead of charging 99p, thus instantly reducing your credibility 
as a serious 'contender', why don't you revert to the more expected 
price of £1.95? 

Secondly, I've had a look at your marking system and you seem to 
mark far too high. Why is this? Do you really sit down and think 
about what score you are going to give games, or do you just make it 
up? I think you don't really give a t*ss. 

Thirdly, why do you write the letters page as if you're a couple of 
monsters or something? It's bloody obvious that it's just the Editor. 
Change this, it'll be for the better. I could go on, but you've probably 
torn my letter up already. 

Yours, 

Kelly Smock, 

Peterborough 

All we can say is watch this space. Thanks for your opinions, Kelly. By 
the way, don't you believe in Santa either? 
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Across 

Down 

4. Holiday 

1. Chun Li 

5. Sunset 

2. First 

8. Rewind 

3. Just For Fun 

10. Turbo 

6. Troddlers 

12. Badge 

7. Liu Kang 

14. Kano 

9. Obelix 

15. Goro 

11. Blood 

16. Pierre 

13. Expensive 

18. Sonya Blade 

17. Reptile 

24. Captain America 

20. Shang Tsung 

26. John Wayne 

21. Fishy 

27. Pele 

22. Hayzee 

29. Laura Dern 

23. Undead 

30. Musya 

25. Ireland 

31. Sagat 

27. Pimple 

32. Bigleggy 

28. Rash 


-\ 

This is the solution 
to last month’s 
Crosswerd. This 
time around we’ve 
devised a fantastic 
word search. There 
are no prizes for 
getting it right, 
just the opportuni¬ 
ty to show off in 
front of your 
friends. y 


ROM keeps being put back, so it's 
going to be quite a while before it 
appears in Oz. How's the wizard? 

2. We're no good at maths, so at a 
rough guess we'd have to say 
$1000. Is that cheap? 

3. Because it's miles away. 

4. We'd seriously consider it so 
long as we were on it every month. 
Thanks. We'll do our best. 

TURBO TURBULENCE 

Dear Guys, 

I would much appreciate it if you 
could answer the following ques¬ 
tions concerning ‘Street Fighter II 
Turbo' on the SNES: 

1. Can you change your character 
during a match as in the arcade 
version? 

2. Is it possible to fill the screen 
with hadokens etc? 

3. Can characters such as Ryu dis¬ 
appear and reappear as in the 
arcade game? 

4. Does the SNES version allow you 
to move while doing things such as 
Blanka's electricity, E.Honda's 1000 
hand slap? 


5. While Zangief does his spinning 
lariat does he produce a flame as in 
the arcade game? 

6. Can Balrog produce fire balls 
while doing his running punch? 

7. In a local shop there is an arcade 
SFII machine. When Ryu does a 
Sheng long, 5 or more hadokens 
come from him, which home in on 
you. Sonic booms etc. also home in 
on you. Is this an illegal game? 

8. Do Chun Li or Blanka produce 
sonic booms while they do electric¬ 
ity/100 foot kicks? 

9. Which do you think is better - 
SFII or Mortal Kombat (SNES ver¬ 
sions)? 



We fancied a change this month, so Bill 
and I thought that you would quite like this 
werdsearch. We hope you enjoy it. Look 
out for the answers next month! 
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10. When will Mortal Kombat be 
released? 

11. Is it any good? 

12. Who do you think is the best 
character? 

13. How do you do all of Sub-Zero's 
special moves? 

14. Is Mortal Kombat kid, Kano 
related to the Terminator? 

Thankyou. 
Justin, Barry and Seamus 
McDermott. 

You'd better appreciate these 
answers. Okay? 

1. No. 

2. No. 

3. No. Good start! 

4. Blanka can't, Eddie can. 

5. No. 

6. No. 

7. Let's just say it's probably not 
what Capcom would have liked. 

8. Chun can do a fireball (which 
incidentally looks different to the 
fireballs Ken and Ryu do), but only 
Guile is blessed with the power of 
the sonic boom. 

9. If you haven't seen last month's 
issue, then shame on you. SFIIT 
scored 95% to MK's 90%, but some 
would say that you can't really 
compare the two games. 

10. Mortal Monday was 13th 
September. It's out! 

11. It's excellent. 

12. Bill's into Raiden, but I prefer 
Sub Zero. 

13. Barry Diablo will be revealing all 
in a future issue. 

14. We’ve discussed this until the 
cows were nearly on our doorstep , 
and we came to the conclusion that 
Kano is the Terminator's great aunt 
three times removed, but is also his 
son because of time travel. 


SORRY MRS SMITH! 

Dear Guys, 

I would like to know why my 
daughter has just paid £1.99 for 
issue no. 13. 

How come this magazine has 
gone up £1? It's a lot of money for a 
child to find. 

Also when you read inside on 
page 3 it says that from next 
month the price will be £1.75 so 
how come we've just paid £1.99? 

I would like an explanation. 


We were as much in the dark as 
you, Mrs Smith, until we found out 
a few interesting facts. 

At £1.99, Super Action is still one 
of the cheapest SNES mags avail¬ 
able and when it goes down to 
£1.75 it will be out on its own as 
the least expensive. 

We also noticed that on the cover 
of the offending issue, there was a 
mint badge featuring one of our 
mates from Streetfighter II - we 
reckon that the cost of the badge 
must have gone towards the 
increased price (as well 
as our excessive 
asparagus demands). 

We hope your 
daughter will go on 
buying Super Action. 

P. S. There are more 
pages in the mag now, 
thus making it the 
best value 
necessity after 
catering packs 
of broccoli. 

That's your lot folks! 

Don't forget to come 
and visit next month. 
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The Bluto-llke villain Introduces every stage 
wHh a manic grin. 


He gets even more excited when your character 
dies a horrific death. 


builcliia 

St 


Empire have more gear stuffed up 
their sleeves than Pandora had in 
her box. Our very own dynamic 
duo, Alex and Jay, paid their luxu¬ 
rious pad a visit to see exactly 
what they had in store. 

S uper Action's star perform¬ 
ers weren't the only people 
interested in Empire's new 
products. Writers from 
Super IMES mags all around Britain 
as well as a few from computer 
game related TV shows descended 
on The Spires, Empire's HQ, to sam¬ 
ple the delights. 

Space Ace, Yogi Bear and (provi¬ 
sionally titled) Gazza's Football 
were demonstrated to an expectant 
crowd. The hosts even threw in 
refreshments and a big screen foot¬ 
ball tournament. With full bellies 
and a helping of London sunshine 
courtesy of Empire's rooftop relax¬ 
ation area, the products were 
viewed and played. 

Without any further ado, let's have 
a look at the qames in question. — 


• Interesting... Jay came second in the football tournament, by the way. He assures us 


he was robbed. Alex didn’t enter because his hands were full of ham salad sandwiches with all the crusts cut off. 
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• Interesting... Remember the guy who couldn’t do Don Bluth’s Dragon’s Lair II on the arcade machine on Channel Four’s Gamesmaster? He’s now Sky TV’s Gamesworld Games Messiah! 





SPACE ACE 


ODE, the team behind Team Yankee 
and Pacific Islands, have combined 
forces with Sullivan Bluth to create 
a visual treat that pushes back the 
boundaries of platform games. 

In fact, it's not strictly a platform 
game at all. Perspectivised 3D 
backgrounds have been used to 
create a feel of intense involvement 
and cinematic adventure. 

Each level has deliberately been 
designed to its own unique formu¬ 
la, thus supplying variety to the 
scenarios and the gameplay. 

If anyone can remember the 
Amiga incarnation, forget it. The 
SNES version is better in every 
department. 

Gone are the 
rigid joystick/but- 
ton jerks that 
needed nanosec¬ 
ond accurate tim¬ 
ing. Mow the 
gameplay's a lit¬ 
tle more flexible, 
to say the least. 

For example, 
each level can be 
completed in at 
least two differ¬ 
ent ways. There 
are hidden tele¬ 
ports to secret 
locations and a 
rating system. 

Even if you 
manage to suss a 
way of accessing 
random levels, 
you won't be 


able to complete Space Ace with¬ 
out scoring perfects on each stage. 
The playability is there, the sounds 
and graphics are up to scratch, all 
that remains to be seen is whether 
it's tough enough to provide long 
term enjoyment. 

See news pages for another Empire 

project. Thunderbirds. which isn’t 

quite as far along the development 

production line. 


One of the enormous animated guardians that 
appears with hatred in its eyes. 




(Below) Just one of the many graphical 
highlights of Space Ace. Bang! 
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Interesting... Can any readers remember the cartoon show Laff-a-Lympics? It starred just about every Hanna Barbera character from Scooby Doo to Dick Dastardly! 
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A) Medium kick Light kick 
Top left) Hard punch 
Top Right) Hard Kick 
Y) Light punch X) Medium punch 




40 supeI 


CAPCOM • £59.99 • OUT NOW 

STREETHmHTER IIT 

We've taught you | 

the tricks of the ^ 

eight normal char- [I 

acters in <. T 

And now v 

you the ultimate lliili 

tactics for those 

new arrivals, the JEnml S3 

four bosses! So ESuJiBjSl 
prepare for battle! 


M. BISON 

Big ‘n’ hard, that’s the way some peoplelike ’em - apparently! 
This 6’ 2” giant has been training in the art of boxing for quite 
some time. As a master of this domesticated sport, Bison real¬ 
izes that there’s a better challenge outside the ring. Ignoring 
principles for the first time, Bison departs the gymnasium and 
begins his quest for the world warrior title. The following guide 
will depict special techniques against the other competitors so 
they maybe used to win in big style! 


2: Then quickly follow up with two more 
medium uppercuts to slow him down 
even further. 


1: As soon as you 
hear the instruc¬ 
tion to fight, start 
walking towards 
the huge sumo. 
Just before you 
make physical 
contact press the 
hard kick button to 
chuck a very hard 
uppercut into the 
face of the foe. 


Bison v Blanka 


1: From the darkest depths of 
the Brazilian rain forests 
emerges a unique fighter. Half¬ 
man, half-beast, this monstrosi¬ 
ty has large fangs, highly 
developed muscles and extreme¬ 
ly bad breath. 

Because Blanka likes to 
scuttle across the floor like 
some primitive animal, Bison has 
his work cut out for him as he’s 
only used to fighting humanoids. 
Deal with such a problem by 
crouching and using a hard kick 
to knock him off his feet. 


3: As your punch connects 
from above, Blanka will 
retreat a little to re-think 
his ideas. Don’t let up at 
this point and use a fierce 
charging punch to put him 
down for a while. 











































































Bison v Zangief 


Bison v Ryu 


2: As Ryu reels back¬ 
wards leap into the air 
and deliver a fierce 
punch. This is the 
second hardest punch 
Bison has and it is 
very effective against 
the likes of Ryu. 


1: As soon as you hear 
the word “fight”, lean 
forward and smack 

Zangief squarely in the ^ 

jaw with a hard right. 

Quite often the best vpjj . , i > Jlllll |ii 1L 

as 

Zangief can rarely block 

this tactic. 2: Nudging towards the russian 

beefcake you should follow up the 
■ i * -,i t ■ initial attack with a solid strike 

into the lower belly. This will make 
i- _ —.’ l ~ the steroid abusing wrestler very 

*i lethargic indeed! 

^ W* 3: Just as the scar ridden, bear hugging 

* m _ commie starts advancing towards you for 

^ * the third time, meet him halfway with one 

of your special charging punches. This will 
1 soon P ut an abru P t entl to his wrestling 


Bison v Guile 


1: Many have deemed 
this Vietnam veteran 
to be the baddest of 
them all, I, Diablo, 
think otherwise. 

Before the combat 
dressed warrior begins 
his attack routines 
dart forwards and hurl 
an awesome right into 
his face. 


4: If you’re adept 
enough you would of 
been charging up for a 
super hard punch. 
Unleash this power 
into Ryu’s direction 
before he has a 
chance to recover 
from the last blow. 


3: No doubt Guile will now 
attempt to fight back, the only 
trouble is he’ll try to hit high. 

So duck down and lash out 
with another hard right into 
his bowels. This will instantly 
stun our hair-sprayed friend 
allowing a number of offen¬ 
sive moves to be performed 
without distraction. 


2: Staying in close for the 
next move, you have got a 
choice of two effective 
blows; the first is a simple 
hard punch into the lower 
torso or you may simply want 
to start head-butting him to 
death. Both are equally as 
effective. 


5: With the stars spinning 
around the head of Ryu, you 
can step much closer and 
grab him by the collar and 
start head-butting your way 
to victory! These tactics 
works just as well on Ken, 
but try to stay firmly on the 
ground as Ken tends to rely 
on Dragon punches a lot. 


v Bison 


1: This is it! The 
real test of skill 
lies within this mir¬ 
ror match. Defeat 
the other Bison and 
you can really 
crown yourself as a 
world warrior! Start 
the fray with a 
charging uppercut. 


Bison v Dhalsim 


2: Eventually Dhalsim 
will learn that trying 
to keep his distance 
from you is a huge 
mistake. As he 
advances across the 
screen, start using 
your charging punch to 
end his sad existence. 


2: Then as you both start collecting your 
senses hurl a good hard right into your 
foe’s direction. 


3: Repeat 
the former 
tactics until 
stunned, 
once 

stunned you 
may move 
in for the 
kill and 
move on to 
the next 
battle. 


1: Because of his initial 
appearance, Dhalsim has 
managed to win several bat¬ 
tles with some of the finest 
warriors in the world. Using 
his strange yoga powers, 
Dhalsim can control his 
physical body in an unnatur¬ 
al way by extending his 
limbs beyond normal means. 
So because of this deadly 
skill you should hold back 
and jab at any of his incom¬ 
ing kicks or punches. 


3: As the Indian warrior picks himself 
back up from the floor, surprise him 
with a fast and hard aerial attack. If all 
of these blows have made proper con¬ 
tact you’ll soon find you have a rather 
dazed and confused Indian to deal with. 
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Bison v Sagat 


1: Although he’s extremely 
tough and resourceful, Sagat 
isn’t flexible enough to be the 
best. He’ll no doubt begin the 
fight with a combination of low 
and high fireballs. Try to dodge 
these whilst edging forwards. 
Once you’re close enough, hit 
him with a strong uppercut. 


1: Your next task is to defeat the hand¬ 
some Balrog in Spain. Wearing a mask to 
protect his face during combat this man 
shouldn't be taken as a sissy. Without a 
doubt Balrog will instantly start the com¬ 
bat by leaping straight into the air above 
and try to kick you. Take this opportunity 
to execute a rising uppercut. 


2: Then if you’re quick 
enough you should be 
able to fit in a hefty body 
blow which will sponta¬ 
neously daze the over¬ 
sized kickboxer. 


2: Just as the wailing 
Spaniard lands back 
onto the dance floor 
rush forward with one of 
your super hard punch¬ 
es. Repeat if your first 
attack was a failure. 


3: Compose yourself once 
more before charging 
again with a hard upper¬ 
cut. This will soon wear 
him down into a dazed 
day dream. 


3: Unlike the previous fights you 
shouldn’t take the opportunity to 
use a head-butt at this point. 
Instead you should try to use a nor¬ 
mal but damaging punch as Sagat 
can escape anybody’s grasp quite 
easily. 


BALROG 


His looks are reputed to be the best in the world, the Spanish hail him as the worlds 
greatest fighter and he even wears multi-coloured tights in seedy bars. Balrog is an 
excellent acrobat/fighter, his hand and eye co-ordination is unsurpassed yet his 
sheer arrogance is often his downfall during a heated fight, control such an emo¬ 
tion and you could be onto a real winner! 


Balrog v Ryu 


2: As you land in close to the dedicated 
Ryu, push forwards and the L button to 
either perform a bone-breaking suplex or 
a vicious thrust of your pronged weapon. 


1: Using your superior speed you can — 
initiate the fight with a flying kick to 
the head. Try to make sure it’s the 
hardest kick you’ve got. 

3: Then use the famous ‘Vega’ attack combi¬ 
nation by rolling the length of the screen 
before thrusting with your knives. Use these 
techniques against the mighty Ken as well. 


3: As the champion lard bucket hauls 
himself off the floor you can lunge for¬ 
ward to stun our hapless victim. Allowing 
you to use an earth shaking suplex. 


Balrog v Honda 


1: A sure way of hurting 
Honda before you move 
in too close is to utilise 
the butterfly attack. By 
leaping off the side of 
the screen you can dive 
down towards Honda with 
your arms outstretched 
to inflict absolutely loads 
of damage. 


2: A sliding kick may now be deployed 
without complications, this will render 
Honda momentarily defenceless as falls 
on his back. 
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Balrog v Guile 

1: Guile only seems to have one major 
weakness, and that’s the legs. If your 
able to knock Guile down just once 
you’ll find that it is nearly all over for 
the war veteran. 


Balrog v Chun Li 

1: Beat Chun at her own game by deploying 
an array of swift jabs to the head. This will 
slowly wear her down and eventually lower 
her defences. 


3: If you keep repeating the 
rolling attack quick enough 
you’ll soon discover that Guile 
is practically without hope 
against such an onslaught of 
attacks. 


before she 
can take to 
the air start 
using a few 


3: If you get the rare chance, 
try to use a few sliding kicks as 
they can prove to be very effec¬ 
tive. A few repetitions of these 
tactics and you can soon look 
forward to boarding the plane 
to get to the next encounter. 


kicks to 
slowly bring 
her vitality 
bar down. 


2: As you’ve managed to knock Guile 
down you can fallow up with a hard hit¬ 
ting ‘Vega’ roll. 


Balrog v Blanka 


1: Using your 
reach to begin 
try to take a 
quick stab at 
the green 
skinned mon¬ 
ster’s head 
with your 


2: If you’re close enough 
at any point try using 
the ‘Vega’ roll to deplete 
Blanka’s energy. 


Balrog v Dhalsim 

2: As Dhalsim is j|M 

one of the slow- j 

est fighters on 2 ^ 

attacks on the : 1 - ' —— : — 

floor like the 
sliding kick for 

example. mmssssssaa 


1: Seeing as Dhalsim as 
no proper uppercuts to 
use you can quite safe¬ 
ly rush into combat with 
the butterfly attack. 


weapon 


3: If you’re in the air as the same 
time as Blanka don’t forget to use 
your special throwing techniques. 
By holding down whilst flying 
through the air and press button L 
at the right point, Vega will catch 
his opponent in mid-flight and then 
hurl them into the ground below. 


3: And as the rub¬ 
ber Indian gathers 
his senses you 
should be already 
performing the 
rolling attack to 
finish him off. 


Balrog v Zangief 


2: When using your flying 
kicks against Zangief, try to 
keep them as quick and light 
as possible because you don’t 
want to be too close to 
Zangief as you land! 


Balrog v Bison 


2: If timed correctly 
you can surprise 
Bison with a flying 
butterfly attack. This 
is fairly effective in 
stunning this huge 
boxer. 


1: Vega’s leg slides 
are probably the most 
helpful skill during 
the few rounds with 
Bison as he has little 
skill in blocking 
ground attacks. 


1:As long as you can 
keep your distance, 
Zangief should be one 
of the easiest fights of 
the game. Start with 
your usual trade mark 
of leaning forwards 
with a hard punch. 


3: Pretty soon the big 
man will crumble into a 
beaten wreck, and at this 
point it’s time to use your 


3: If Bison tries to use his charging attacks 
against you try to retaliate by leaping into 
the air and pressing the R button to stop 
him dead in his tracks. 
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If any of you still 
haven't heard of SFII 
Turbo then you’re 
without friends and 
hope. 

But if you’ve read 
all this you may be 
saved from a very 
lonely existence. 
There are several 
opportunities to test 
your skill in the 
bonus rounds once 
you’ve battled your 
way through to Vega. 

And it’s all good 
fun for a year or two. 
It’s the father of all 
beat ’em-ups. 


XCTIOi 


2: Now that you are fighting on your prop¬ 
er home ground you can make good use 
of the fence in the background. It will be 
very rare if you do catch out your foe by 
this attack posture but at least it gives 
you time to recuperate and plan your next 
attack strategy. 


Balrog v Balrog 

1: Once again it’s time to put 

your real skill to the test by 

fighting someone who is 

exactly the same as you. The - 

best offensive/defensive 

manoeuvre to begin with is a a, 

standing jump kick, this will r +& ? 

hopefully make contact with - 

your enemy if he dares to 

attack straight away. 


3: If you’re caught in 
toe to toe fight with 
the opposition try to 
use hard thrusts all of 
the time as small jabs 
can prove to be too 
ineffective. 


Balrog v Sagat 


1: Just as the round 
start lunge forward 
with your trusty blades 
and take a quick stab 
at Sagat. This trick 
works nearly every 
time against the big 


2: If the open¬ 
ing move was 
successful you 
can proceed 
with plan B and 
slide kick him 
to the floor. 


1: Call upon all of your skill for the 
oncoming fight with Vega for he’s 
very quick and strong compared to 
Balrog. Light jabs repeated are 
quite a clever way of holding off his 
main attacks for a while. 


3: If Sagat was toppled 
by your efforts you 
should now take a fly¬ 
ing kick at him. If all 
three of these hits 
were full contact then 
you should be staring 
at one very dazed 
Sagat. If not, try the 
routine again. 


3: If you try to stick to him like glue and keep the swift 
blows going you’ll eventually wear him down until he’s 
a gibbering wreck. And so the story continues.... 


Well folks, it’s time to 
end this thrilling instal¬ 
ment of SFII turbo but 
tune in again next month 
and we’ll give the star¬ 
tling truth behind Sagat 
and the most feared man 
in the tournament, Vega. 
See you soon! 
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W..w..who’sat? What? It’s time? Oh 
yes, of course. The magazine! Nearly 
forgot all about that, now where did I 
put those damn cheats? Maybe 
they’re in this draw? No..Wait, they 
must be in my sandwich box...Mumble, 
mumble... Zzzzz.... Zzzzz.... 

STREET FIGHT¬ 
ER II TURBO 


Okay you mere mortal adven¬ 
turers and novice sorcerers, 
here's a few Game Genie codes 
to help you through the weird 
world of Drakkhen. 


8E3D696D + 8E30A408 + 
8EA20113: Will grant limited 
protection against most physi¬ 
cal attacks. 

74336FD8: Your spell points 
will now regenerate at a very 
fast rate. 

8E276D28: Or you could have 
infinite spell points, well this 
doesn't apply during the 
course of a battle. 


SUPER EDF 


Remember this great game? 
No? Oh well, for those of you 
who do remember here's a 
nice handy little cheat that you 
may want to know about. 

Start and then pause the 
game and enter A, B, X, Y, 
Right, Left, Up, Down, Left and 
Right. Unpause the game and 
you'll soon notice you have 
became invincible! 


PUGSLEY’S 

SCAVENGER 

HUNT 


Well it really is Genie codes a plen¬ 
ty this month isn't it? Yes we have 
even more codes to show you and 
this little lot will help you crack the 
game within minutes! 

C9CC44AD: Let's begin with infinite 
energy. 

DDB61FA7: And let's take a very 
large selection of lives to play 
about with. 

49C9476D: Each dollar now holds a 
value of 25! 

3BA537D4 + DBA53704: Now you 
can jump really, really high! 


1MW 


Talk about exclusive coverage at 
Super Action! We must be the first 
people to publish the proper infi¬ 
nite energy code for the Action 
Replay cartridge. And here it is: 
7E0530B0 

If you desire a faster speed setting 
during your game then enter the 
following cheat on joypad 2; Load 
the game up as usual and wait until 
the main title screen starts appear¬ 
ing, then enter Down, R, Up, L, Y, B, 
X, A. If the attempt was a success 
you'll hear a recognisable ping and 
lo and behold five extra turbo 
speed settings! 


BUBSY THE 
BOBCAT 


If you feel like a ginger tom that 
has recently lost its family jewels, 
then raise a smile because help is 
at hand! The following list is the 
complete set of codes for this crazy 
cat-romp. Hurrah! 


LEVEL 1: JSSCTS 
LEVEL 2: CKBGMM 
LEVEL 3: SCTWMN 
LEVEL 4: MKBRLN 
LEVEL 5: LBLNRD 
LEVEL 6: JMDKRK 
LEVEL 7: STGRTN 
LEVEL 8: SBBSCH 
LEVEL 9: DBKRRB 
LEVEL 10: MSFCTS 
LEVEL 11: KMGRBS 
LEVEL 12: SLJMBG 
LEVEL 13: TGRTVN 
LEVEL 14: CCLDSL 
LEVEL 15: BTCLMB 
LEVEL 16: STCJDH 


FINAL FIGHT 2 


Has anybody out there got an 
Action Replay cart? If yes is the 
answer then read these codes. 
7E106D8D: Player one will be 
blessed with infinite energy. 
7E11258D: And so can player 
two. 

7EADC515: If you manage to fin¬ 
ish the first round you'll be 
taken to the very end of the 
game straight away. 






B.O.B 

A frantic shoot'em-up that 
requires inhuman skill, so with¬ 
out delay here's the full list of 
level select codes! 


LEVEL 1: 530237 
LEVEL 2: 462893 
LEVEL 3: 905781 
LEVEL 4: 583721 
LEVEL 5: 370439 
LEVEL 6: 633059 
LEVEL 7: 960379 
LEVEL 8: 683349 
LEVEL 9: 110674 
LEVEL 10: 853268 
LEVEL 11: 950745 
LEVEL 12: 923571 
LEVEL 13: 570836 
LEVEL 14: 103495 
LEVEL 15: 481376 
LEVEL 16: 713852 
LEVEL 17: 171058 
LEVEL 18: 743690 
LEVEL 19: 901588 
LEVEL 20: 574471 
LEVEL 21: 671255 
LEVEL 22: 103928 
LEVEL 23: 481773 
LEVEL 24: 144895 
LEVEL 25: 361497 
LEVEL 26: 574132 
LEVEL 27: 711894 
LEVEL 28: 775895 
LEVEL 29: 362687 
LEVEL 30: 704526 
LEVEL 31: 472149 
LEVEL 32: 775092 
LEVEL 33: 652074 
LEVEL 34: 614906 
LEVEL 35: 862341 
LEVEL 36: 605327 
LEVEL 37: 072251 
LEVEL 38: 635184 
LEVEL 39: 272578 
LEVEL 40: 605463 
LEVEL 41: 672451 
LEVEL 42: 575381 
LEVEL 43: 752790 
LEVEL 44: 265648 
LEVEL 45: 302653 
LEVEL 46: 845527 
LEVEL 47: 382975 
And last but not least, 

LEVEL 48: 426081 

Thank you. 
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Use your nitro booster on the straights only. 




Here are the losers! Everybody laugh and point. 


F aced with the rather slick 
and shapely posterior of a 
Lamborghini Diablo, there 
is just one action that 
springs to mind - I wonder if I'd get 
away with a bank raid? On second 
thoughts, the prospect of doing a 
stretch of chokey at Christmas 
doesn't really appeal to me. 

Understanding French software 
house, Titus, intend to cater for 
like-minded souls by purchasing 
the rights to feature the aforemen¬ 
tioned dream machine in a SNES 
racing game. 

In truth, Lamborghini is a conver¬ 
sion from the somewhat less luxu¬ 
rious-sounding 16Mbit race game 
Crazy Cars 3, perhaps the most 
rapid scrolling rear-view motor race 
ever produced. This panchant for 
speed is also prevalent in the SNES 
conversion, but the Diablo label, 
which must have cost a fair few 
francs, does lend a bit more 
panache to the game. 

The game features a two-player 
option which has a horizontal split 
screen. Meanwhile, the one-player 


Italian sportscars might be fast, 
beautifully designed and a real 
turn on, but try getting hold of the 
parts for them! 
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It you win the race, you win the dollars. Bump 
the other guys out of the way, and get ahead. 


These cars handle pretty well on the corners. 
But a car worth £150,000 bloody should do! 


TITUS 


option pits the player against a 
road filled with computer con¬ 
trolled cars some innocent drivers 
and competitor cars, which you 
must overtake in order to progress. 

The control interface features 
automatic transmission only and 
the control pad steers the car, with 
A button accelerator and B button 
for brakes. Which is certainly more 
realistic than the directional pad 
controlling steering, acceleration 
and the brakes... although a manu¬ 
al option would have been nice. 

The scrolling is fast and smooth 
and even in the two player mode, 
this fluidity is hardly affected. The 
computer controlled opponents 
range from road hogs to ferocious 
opponents which, quite strangely, 
are identified by a neon light sign 
on the car roof. 

Road side graphics, and Titus's 

Below: Knight Rider is getting beaten by Mr Bean. now famous str L pey r ° ad ' a \ d th ® 

effect of speed, and 

the main car sprites 
certainly look the 
part. As usual in 
this type of contest, 
the terrain changes 
from race to race 
and there is a 
noticeable change 
in track difficulty 
and computer intel¬ 
ligence as you 
progress... oh yes, 
and the gambling 
aspect is nice too. 
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CHRHPIOItSHI 
MEMPHIS 

4 FEE : * ISOS 
'.PRIZE: * BBOO 

L.OCRLS RHATEUR 
police: none 

DRV HEATHER 

^ r ‘ 

5 6000 DIM. 3 

PftSSHORO: VGOCRFBBFKHOHCBL 


Every piece of information you could ever ask 
for is displayed at the start of every race. 



The two player mode is a good laugh, but you 
only see your opponent when he flies by. 


| FIRST LOOK 


There is nothing new or 
particularly clever 
about Lamborghini, but 
nor is there anything 
particularly wrong with 
it. It is quite simply a 
playable rear-view race 
game with acceptable 
standard of graphical 
quality and sonic. 

Computer intelli¬ 
gence is well set and 
the two-player game 
certainly brings the out 
the best in this product. 

No real progression 
on the likes of Out Run 
and Chase HQ, but if 
you’re waiting for a 
rear-view race game 
you certainly won’t be 
disappointed, JASON 
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You have to be a cool customer in this game. 


Collect the fruit and you’ll get points! 


Zool, Bubsy, Mario and Cool Spot 
are all instantly recognisable char- 
acters and every one of them is a 
cutey. JVC have decided that they 
too need a smart little sprite to be 
proud of. So up popped Magic Boy! 






It certainly looks like young Hewlett has got 
his eye on that plump orange. 


You can use the magic springs to propel this 
apprentice all around the screen. 


Shoot the contents of your wand onto the 
dinosaurs and then put them inside your bag. 


It’s gone misty all of a sudden! Or have the 
dinosaurs taken up chain smoking? 


S cheduled for a UK release 
some time around the fes¬ 
tive period. Magic Boy 
looks set to be an instant 
success for big boys JVC. I can 
already envision the t-shirts and pin 
badges glaring at me from every 
angle around the office. 

Having a massively cute little lad 
as the protagonist will no doubt 
increase the media coverage, and I 
very much doubt it will hinder the 
sales figures either. 

Magic Boy himself looks very 
impressive, what with his big red 


boots, navy blue smock and his 
long flowing cape. His movements 
on screen are very fluent with lots 
of quirky humour thrown in for 
good measure. 

The story begins with a young 
chappie named Hewlett, an appren¬ 
tice accident prone wizard, who has 
inadvertently let loose hundreds of 
magical dinosaurs and monsters. 

Obviously he can't leave such 
creatures wandering the planet, so 
off he sets to find the monsters and 
bring them back home before his 
master returns from the pub. 


Some of the creatures enjoying 
freedom have the power to use 
magic. They will use this magic to 
dodge young Hewlett and escape 
being caught. When you catch up 
with a monster you must shoot him 
with your magic wand, on impact, 
the monsters will fall from the 
screen and leave in their place a 
small, but magical, capsule. 

These capsules contain various 
special treats. Magic bolts, shields, 
fruit, super star capsules, the list is 
endless! And each one is more 
helpful and colourful than the last. 
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Slip and slide along the ice blocks. 


nnonaaa® 

uQaoaaaa 


200 colours on top of a rainbow fade 
background is certainly a treat to watch. 
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JVC have used a massive amount 
of colouring on this game. The 
detailed graphics display up to 200 
colours on screen at one time. 

Four way scrolling placed on top 
of a 'rainbow fade' backdrop sure 
looks impressive, and there were 
no glitches in sight either! 

Quite a lot of the development 
time was taken up by the highly 
detailed levels. The game features 
68 levels, 32 secret rooms as well as 
endless power ups, bonus screens 
and hidden areas. So watch out 
Mario, Magic Boy is coming at ya! 



FIRST LOOK 


This game has the look 
of a classic. You’ll have 
the ability of accessing 
four levels at once and 
there is even a pass¬ 
word option to ease 
your frustration too. 

I expect Magic Boy 
to be a complete suc¬ 
cess with experts and 
novices alike, and it 
will surely whet the 
appetites of all the 
Mario junkies world¬ 
wide. Look out for a full 
review very soon. JAY 
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Super Empire Strikes Back game. 1993 Lucas Arts Entertainment Company. 
Star Wars is a registered trademark of Lucasfiim Ltd. The Empire Strikes Back 
is a trademark of Lucasfiim Ltd. All rights reserved. Used under authorization. 










Yet again, the title screens on this cart are 
beautiful. And all the sounds are in there too. 


Once you’ve found your Tauntaun you will 
progress to the next section of your quest. 






If you buy this game, expect to see a lot of this And here we have master Luke, with his light 
screen. It’s a right pain in the ass. sabre blazing and his hair flowing in the wind. 


Are you ready to battle your way 
through yet another film licence? 
Luckily for ail you punters out 
there, this one actually sticks to 
plot of the movie in question. 


W hen I was younger, I 
was a massive Star 
Wars freak. I've still got 
all the figures and 
transporters tucked snugly in my 
attic, and one day I'll dig them all 
out and have a ruddy good play 
with them. Until then. I've got 
another piece of top class Star 
Wars entertainment at my very fin¬ 
gertips, and I don't have to be 
embarrassed about playing with it 
in public either. 

Yes it's here! Super Empire 
Strikes Back has been almost a 
year in the making and it all looks 
like time well spent. As with the 
first conversion, you take the role 
of that fearless space cadet, Luke 
Skywalker, as he battles his way 
across the galaxy doing good for 
mankind and droids alike. 

At the start of your quest, you 
must fend off numerous Hoth 
wompas, flying womprats and elec¬ 
tric eels. 

The Hoth Wompas can freeze you 
solid if you get too close, this is 
most frustrating as you can't move 
a single muscle until you defrost, 
so don't say I didn't warn you! 

Along your way, you'll come 
across a faithful Tauntaun. Straddle 
this beast and he will take you 
leaping through the levels, hopping 
over nasties with a single bound. 




Since your Tauntaun 
has died, you may as 
well slit its belly open 
and climb inside. It’s 
better than standing 
out in the cold. 
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The world famous options screen with the 
handsome Luke in the foreground. 


Other levels included in the game 
are the Cloud Cities, where you'll 
find Lando Calrissian, and 
Dagobah, where Luke is trained as 
a Jedi knight by little Yoda. There 
are some amazing Mode 7 
sequences onboard the Millenium 
Falcon, as you blast hell out of mil¬ 
lions of Tie fighters buzzing around 
space. On top of that you get the 
chance to pull down a whole bunch 
of AT - AT walkers while you take 
control of a Rebel Assault ship. 

Super Star Wars was an impres¬ 
sive release by anyone's standards, 
boasting 8Mbits worth of pure 
entertainment. 

Super Empire Strikes Back on the 
other hand, has been boosted up to 
a whopping 12Mbit, clearly indicat¬ 
ing the sheer size of this platform 
cum shoot 'em up. 

The gameplay is very similar to 
Super Star Wars, as most of your 
time as Luke is spent running 
around shooting evil space 
creatures and jumping holes 
in the ground. You again have 
the choice to play as Han 
Solo and Chewbacca in later 
sections if you wish to. 

So be prepared to charge 
up your lightsabre and pull 
on your snow boots some 
time around Christmas, as 
this will most certainly be on 
the shelves by then. 
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Right: Luke has the 
advantage of being 
able to fly! Button 
bashing will 
levitate him off the 
ground. 
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Luke takes a quick 
skinny dip. 
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Left: Some frosty beast 
charges at Luke. One 
swoop of the sabre will 
stop it in its tracks. 




Right: As with the 
first conversion, 
there are plenty of 
power ups for you 
to collect. 


Master Skywalker takes in the view. 
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Below: Watch out for 
these spiky critters 
on the planet Hoth. 
Mutant hedgehogs? 



you have a b/acta, - 

SOmake of both S onh e ^ Syourli Sht sabre, 



Game over man! Yoda tells it like it is. 


FIRST LOOK 


My initial response to 
the game is that it’s too 
bloody difficult. I sat in 
front of the monitor for 
a good few hours, and 
didn’t even clear the 
second level! 

Our resident freak of 
nature, Dave, was con¬ 
stantly twittering some¬ 
thing down my ear about 
being crap at games, but 
as usual I ignored him. 

And yes, before you 
all write in, Super 
Return of the Jedi is 
under production. 

But until that shows 
its face, I’m afraid you’ll 
just have to put up with 
yet another sparkling 
offering from JVC. Keep 
an eye out for a full 
review in next month’s 
Super Action. JAY 
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LEFT: Each inn that 
you stay in will offer 
you the chance to save 
your progress. 


Below: Departing 
from the security of 
the inn you open the 
door to a wealth of 
new experiences. 


BELOW: Advanced 
spells maybe 
purchased in 
alleyway deals from 
deformed beggars. 


ELITE 

Cron is in crisis. You’ve gotta save 
its peace loving people from the 
havoc that’s sweeping across the 
once pleasant land. It’s not anoth¬ 
er platform game, though. This is 
Might and Magic II - an enormous 
role playing extravaganza. 






S imile time! If Might and 
Magic II was a dog, it 
would have the pedigree 
of a thoroughbred 
Crufts champion. You may 
think I'm being a bit bleed- 
in' previous here, but I 
have the facts to back up 
a statement that would 
normally be reserved for a 
review. 

The Might and Magic 
series is up to its fifth instal¬ 
ment on the PC. The second 
instalment (there's gonna be a 
SNES game) has sold in excess of 
250,000 units worldwide. The third 


in the series was voted Role 
Playing Game Of The Year for 1992. 
And Barry Diablo, our Player's 
Guides Ed, loved the series on 
the Amiga. 

The nature of the SNES 
six button (not including 
select and start) joypad 
lends itself to user friend¬ 
ly gameplay. Where on a 
PC or Amiga the player 
was constantly tapping 
away at a keyboard, the 
SNES user can carry out his 
movements and commands before 
you can say "Begone, o evil female 
half-ore robber." 


What's a half ore? It's a savage 
humanoid with ore blood coursing 
through its veins. There are plenty 
of bizarre characters to kill, recruit, 
chat to and generally interact with 
in Might and Magic II. In fact, there 
are 250 animated adversaries to 
scrap against (see screenshots for a 
typical game in progress). 

On the subject of large numbers, 
there are 16,000 animated loca¬ 
tions, 96 magic spells to help your 
cause in battle and in your quest 
for useful artefacts, over 250 
weapons and collectable articles. 
Other features include auto map¬ 
ping (so even the least cartographi- 
cally clued up 
players can 

progress) and a bat¬ 
tery back up to save 
those all-important 
statistics. 

The manual, 
which is just about 
finalised, reflects M 
and M M's complexi¬ 
ty. The instructions 
are explicit without 
being patronising or, 
at the other end of 
the scale, confusing 
and there is a thor¬ 
ough overview of 
what lies ahead of 
the gamesplayer. 


Without giving too much away, 
there's a group of up to six charac¬ 
ters to control. These can be creat¬ 
ed by the player or, for those eager 
to steam straight in, there is a 
ready made squad. Cron's five 
towns have to be explored with a 
fine toothed comb, swords, spells 
and whatever else that may be 
lying around. Finding the all-impor¬ 
tant Orb is emphatically not a walk 
in the park, more a few thousand 
tentative stabs in the dark. 


A Pegasus greets your intrepid party the first 
time, telling you a little secret! 


Invaluable experience may also be attained 
within the walls of the arena. 



The action is constant and satisfying as you 
plough through the hordes of evil creatures. 



It is a very good idea to doinate at any temple 
you visit, you may even be blessed! 




The busty barmaid can help your band of The outside world is a massive place and it 

adventurers by selling large portions of food. may take some days and nights to explore. 
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you new skills. 


One o! the greatest things to observe 
in the wondeful world of fantasy is the 
importance of strong and skillful 
characters. It is imperitive that you 
roll the appropiate statistics for each 
character you choose to have in your 
party of adventurers. Sir Felgar as 
shown proves to be a character of real 
potential, his ’might' stat is the high¬ 


est and reflects huge amounts of 
strength which is important to a 
knight. His endurance, speed and 
accuracy is also above average mak¬ 
ing him one of the best of his class. 
But if you look carefully he's only 
armed with a small fruit knife mak¬ 
ing him quite vulnerable to any pass¬ 
ing dragon with a rumbling stomach. 






in your adventure. 




regularly. 


reVea ' s your first quest. 



There are many castles and keeps to explore 
each with a hidden quest. 


The town's arena is a good way 
of earning money. 

■a £j J 


The local blacksimth can properly 
equip your party for the right price! 


FIRST LOOK 


Might and Magic II her- 
aids a new age on the 
SNES. This is a massive 
release and will win 
over sceptics of role 
playing games. The 
SNES is primarily a mini 
arcade machine, but 
there’s nothing more 
annoying than playing 
something that looks 
good and plays well but 
can be beaten in a day. 

The provisional price 
is £59.99, but there’ll 
certainly be no com¬ 
plaints on the lastabili- 
ty front. I can’t really 
tell you that much more 
about the gameplay 
side because of the 
sheer size of it. 

I’ll conclude by say¬ 
ing that Barry Diablo 
almost wept when the 
in-development version 
was snatched away 
from him to go back to 
Elite’s HQ. When the fin¬ 
ished version finally 
arrives he’ll be crying 
tears of joy. ALEX 
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The man in the hat is back! But it’s not him 
really. It’s our personal favourite, Dr Grant! 




Surrounded by Compies! What a bummer! Blast 
the scaly critters and walk on by. 


Dr Grant takes a breather and checks out the 
amazing view over Jurassic Park. 


'SLA MUBLAR 
\ IBO M'LE< 
\ktE*T OF 
104TA RtCA-., 


Glance at your radar screen 
whenever you can. It’ll tell 
you if something is lurking in 
the bushes. 


Left: Here we have Dr Grant, 
just seconds before being 
eaten by a hungry Raptor. 




fit. 
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this perspective change for each 
scene with a variety of gameplay 
for each scene, combining action, 
role-playing and strategy elements. 

But this was no stroll in the park, 
as Spielberg insisted on being kept 
updated throughout every stage of 
the game production. 

In theory, such a great honour 
must have seemed an unexpected 
luxury, but it soon proved to be the 
cause of a dozen delays and alter¬ 
ations. Spielberg was insistent that 
the game dinosaurs 
should be stunned 
rather than maimed 
or killed, although 
human characters 
are often gobbled 
up by some over 
zealous T-Rex. 

Controlling Grant, 

(portrayed by Sam Neill in the 
movie) the player is set the task of 
restoring Jurassic Park's security 
system and rendering the escaped 
dinosaurs harmless. The majority 
of the game is played from an over¬ 
head 3D isometric view, the player 
can move Grant around the terrain 
armed with whatever weapon he 
has in his possession. 

The weapons are either girlie 
stun guns or mild electro-prods, 
harmless at Speilberg's insistence. 

But the Jurassic Park design 
team were equally insistent that 
the weaponry used in the game 
should at least be effective, if not 
life threatening to the poor mites. 
They managed to sneak a trip-wire 
launcher, gas grenade rifle and 
armour piercing rhino guns past 
the great movie man's watchful, 
peace loving eye. 


Jurassic Park combines two dis¬ 
tinctly different game styles. In 
contrast to the overhead view, the 
other primary game is a first per¬ 
son perspective in the dungeon-like 
labyrinth beneath the park. This 
part of the game combines puzzle 
and strategy, such as locating and 
reactivating the electric fences. 

But the ruthless Velociraptors 
also lurk in this dimly lit maze 
which makes for some of the most 
suspense filled experiences in the 
whole game. In 
addition to the 
main objectives, 
there are sub plots 
thrown in which 
appear to be des¬ 
perate attempts to 
integrate some 
more recognisable 
elements of the movie plot as 
much as offering some variety. 

Sub games include rescuing John 
Hammond's grandchildren and cur¬ 
ing a sick dinosaur which is block¬ 
ing your escape route. 


After all the set backs and delays, 
Ocean have finally unveiled 
arguably the biggest movie 
licence of all time. Jurassic Park 
has so much potential as a game, 
but can this offering live up to all 
the media hype? 


R emember when conver¬ 
sation in pubs rarely 
strayed far from: "If 
Waddle had been picked 
it'd be a different story! Or "Look 
at the lungs on that, eh!" 

But thanks to Spielberg, it's more 
likely to be along the lines of "See, 
the Jurassic period was the middle 
of the Mesozoic era, in between the 
Cretaceous and Triassic... mate!" 

We've turned into a nation of 
dino tarts, dropping new-found 
names and phrases such as 
'Velociraptor' and 'DNA' into every¬ 
day conversation at every opportu¬ 

Keep away from the Spitters. If you hang 
around too long you’ll end up as dino chow. 


nity. Forget dear old Sir Dickie 
Attenborough, slipping from pidgin 
Scottish to fluent Luvvie every 
other sentence. Forgive a rather 
pedestrian script and, with the 
exception of Jeff Goldblum, princi¬ 
pal actors to go with it, and marvel 
at Speilberg's genius at suspending 
belief with the most amazing spe¬ 
cial effects ever seen. 

As usual. Ocean Software was 
there with a fat cheque to buy the 
license for a Jurassic game on all 
Nintendo formats. But after a peri¬ 
od of mediocre movie licence titles, 
with the exception of the highly- 
acclaimed Addams family, the pres¬ 
sure is really on Ocean Software to 
re-affirm its reputation as the 
number one movie licence 
game mogul. 

Many of Ocean's action 
movie licenses have adopted 
a platform cum blast'em-up 
slant. But its most successful 
movie game. Batman, used 
different gameplay styles and 
perspectives which proved to 
be an inspiration in the field 
of action role-playing games. 

So for Jurassic park, the 
design team has employed 


FIRST LOOK 


To do the movie justice, 
this Jurassic Park game 
must have more visual 
and sonic punch than 
any game Ocean has 
produced before. 

In the past, many 
movie licences, with 
few notable exceptions, 
have been sell outs, 
relying on the profile of 
the movie. 

Jurassic Park with all 
its promised prodigious- 
ness may prove to be a 
catalyst or a catastro¬ 
phe, not only for Ocean, 
but for the whole movie 
licence trade in the 
video game arena. The 
pressure is certainly on 
for Ocean! JASON 
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Stimpy casually sprawls himself out on the 
book shelf, while Ren goes for a brief jog. 


When you appear on the ‘In the Army’ section, keep an eye out for the big burly soldier boys! 


they have pulled up their socks 
with the likes of Tazmania. 

As we have not received a com¬ 
pletely finished cart it's difficult to 
see which bracket this game will 
fall into, will it be placed on the 
shiny shelf in the cupboard or the 
dusty box tucked under the desk? 

THQ have certainly been spend¬ 
ing a lot of money on TV and movie 
licences over the past few months 
but none of them have been too 
successful. Maybe latching on to a 
theme before it's been shoved 
down the throat of the nation in a 
fit of media hype 
is a step in the 4 . 

right direction. 

BBC Television W 

have snapped up ** *** 

the cult cartoon \ \ 

series and have it * 

provisionally J 

scheduled for | / 

late this autumn 
over on BBC 2. 1 

Thunderbirds has 


R en & Stimpy consist of 
Ren Hoek - an asthmatic, 
ill tempered psychotic 
chihuahua. And Stimpy - 
the lazy, gullible sidekick to the 
maniac hound, and the sort of guy 
who has his tongue hanging out all 
day long simply because he's for¬ 
gotten to put it back in. 

The surreal scenario behind this 
game is that our crazy cartoon cou¬ 
ple have found themselves trapped 
inside their own TV show. You 
must guide the boys through four 
different episodes to release them 
from the airwaves. 

The first of these episodes is 'The 
Boy Who Cried Rat!'. Big fat lum¬ 
bering Stimpy tries his hand at the 
mouse catching game, but unfortu¬ 
nately for him the rodent he's after 
is his chum Ren Hoek. 

'In The Army' is next up, followed 
by 'Stimpy's Invention' and the 
final episode 'Marooned!' But it's 
not only R&S trapped inside TV 
land, all their favourite TV stars and 
alter egos are in here too! 


Powdered Toast Man, Mister 
Horse, Space Cabbages and Muddy 
Mudskipper are all there to help the 
boys in theirr bid for freedom. They 
all have very, erm... special quali¬ 
ties such a helicopter beanie or a 
toast shield to protect you from all 
the nasty evil TV dudes. 

For quite some time now, the 
THQ logo on a game cart was seen 
as the sign of the anti-Christ. Naff 
games such as Home Alone and 
Family Dog have given the compa¬ 
ny a bit of a bad name. But recently 


man f tony 
pr mission. 


Mister Horse i: 
creatures you 


You’re in for a treat when you visit the army 
barracks. Powdered Toast Man will help you. 


Already a top cult cartoon series 
in the states, the most manic duo 
in cartoon history step up to make 
an appearance on the SNES. 
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The fat cat in 
the hat is back. 
Stimpy shows 
off his amazing 
ability to fly 
through the air 
with the grace 
of a falling 
grand piano. 


’ SSbs ^sisasi 


Stimpy 
strolls along 
with his 
tongue 
hanging out, 
oblivious to 
the mutated 
space 
cabbage in 
front of him. 


been highly successful in the 
6.30pm slot on Friday nights, and 
the Beeb certainly hope that Ren & 
Stimpy will pull in just as many 
viewers. 

The surreal twist of bold, brash 
characters combined with fantastic 
storylines and off the wall humour 
should bring the duo the cult status 
in England they have already 
achieved across the pond. 

Keep your glazed eyes peeled for 
the definative low down and a 
bang on review in next month's 
issue of the amazing Super Action. 


FIRST LOOK 


Check out these 
backgrounds dudes! 
They are bound to 
get children fitting 
all around the world. 


Top toilet trickery! Stimpy seems to of filled 
his pants while Ren looks somewhat relieved. 


The crazy pair update 
the physical comedy of 
early Warner Brothers 
cartoons and add a lit¬ 
tle touch of their own. 
Stretching your face 
ten foot wide is an 
every day accurance in 
toon town, as is being 
squashed flat one 
minute and up and run¬ 
ning the next. 

With all the big 
hoohah about cartoons 
being violent flying 
around at the moment 
(even poor old Tom and 
Jerry are getting a hard 
time) it’s nice to see 
some fresh animation 
in a game that is not 
directly aimed at the 
younger audience. 

Let’s just hope and 
pray that dear old THQ 
have incorporated this 
style of quirky fun into 
this cart and give us all 
a good laugh, because 
we’re a tad fed up at 
looking at endless 
crappy conversions. JAY 
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VIC TOKAI 


Take a space age doctor, give him 
a massive gun, tell him his home 
planet is going to be destroyed 
and watch him plunge head first 
into this interactive history lesson 
of a lifetime. 


Don’t spend too much time blasting everything 
in sight. This game has infinite enemies. 
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It’s the attack of the living jelly babies! These 
minute dudes hinder your progress no end. 


Just one of the many power up icons you can 
collect. This one is a high powered shield. 


Dancing wizards get in your way and zap your 
energy. Kill them and move onwards. 


Dr Oilgamesh has got one hell of a fight on his hands. Fortunatley he’s got one hell of a big gun. 


N ot a lot of people have 
heard of software pro¬ 
ducers Vic Tokai. Set up 
in April last year, the 
company have only released one 
game for the Super Nintendo in the 
last twelve months (but not in the 
UK). That game was the vertically 
scrolling shoot 'em up, Imperium. 

After many months of hard pro¬ 
gramming, the big boys down in 
Northampton have 
come up with the 
idea of yet another 
scrolling shooty. 

In the distant 
future, in the year 
2147 to be precise, 
time travel has been 
discovered. Unfor¬ 
tunately for the 
inhabitants of planet 
Earth, the evil race of 
Tirmatians are armed 
to the teeth with 
rockets and the like 
and are planning on 
taking over planet Earth in a 
desperate bid to save their own 
planet from certain extinction. 

In order for the Tirmatians to 
conquer the planet they must 
attack the Earth at certain points in 
time where the planet is at its most 
vunerable. So it's up to you. Dr 
Vincent Gilgamesh, to seek and 
destroy the Time Stabiliser before 
the time travelling foreign bodies 
get a chance to use it. 


Quantum Leap! Sam Beckett makes a big 
comeback in this time travelling jape. 


Constantly hopping snakes can be a royal pain 
in the asp. Blast the slimy critters to hell! 


As you can see, Dr Bilgamesh has been 
spotted by the evil, but well armed Tirmatians. 


Coo! What a big Anubis! The jackal headed 
god has come to smash you into the floor. Eek! 
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Use your massive supply of weapons to destroy 
anything you think looks a little bit suspect. 


I’ve resisted the ’Hard Days Night’pun. Honest! 


All this mayhem happens over 
four different periods in time. You 
must battle through Prehistoric 
world, where you'll find some hefty 
Pterodactyls to contend with. Then 
on to ancient Egypt, complete with 
rotting mummies and poisonous 
asps. A quick little jaunt through 
Roman times and finish 
off in the recent past, 
which is in the near 
future, I think. 

Anyway it's the 
year 2097. 

This little cart 
moves along at 
a fair old pace 
with hazards and 
oddities coming at 
you from every angle. 

The Tirmatians 
can take on any 
shape or form as 
they constantly try to do you in. 

My main gripe is that it's damn 
difficult, even with all the power 
ups you can collect along the way. 


As soon as you see this game 
Probotector springs to mind. But if 
you actually spend some time sat 
down playing the game, you'll 
begin to see that the Contra 
comparison ends there. 

Most recent shoot 'em ups have 
been pretty crappy, so this is a nice 
change to the usual 'blast every 
thing that moves' scenario. 

As usual, you've got a little bloke 
with a massive gun to shift about 
the realms of time, and boy is he 
versatile! Fending off monster 
dragons, knee high goblins and 
psychotic pharaohs with your 
huge pistol are all part of 
your mission as you 
endlessly battle 
the bad guys in 
your desperate 
attempt at sav¬ 
ing the globe. 

To ease 
your boredom, 
the programmers 
have included a 
few sub sections into 
the game. One 
of these is the 
fantastic hover 
bike sequence. Do you remember 
'Return of the Jedi'? Can you 
remember the classic scene in the 
forest with all the Ewoks? 


Here’s one of the many Dragon appearances. 



Use your energy sheild to avoid the ugly 
dragon’s bite. This wild beast needs a kicking. 



The big end of level guy sure has terrible 
breath. Keep out of his way and you’ll be fine. 






My immediate reaction 
to this cart consisted of 
Quantum Leap refer¬ 
ences and Probotector 
similarities. It does 
look and play extremely 
like the afformentioned 


Here’s our hero, Dr 
Gilgamesh. He’s well 
armed and well ’ard. 


Guide your bike carefully through these tight 
tunnels, one touch and you’re toast! 


aU ovTthe e piace h sn E9mian 'eve! f 0 //n 
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FIRST LOOK 


Make use of your new weapons, fire at 
anything if you want to stay alive. 



Excellent jet bike sub level. Fly around time 
blasting hell out of weird dinosaur type things. 


game, so if you are one 
of the Contra Spirit 
junkies - this could be 
right up your street. 

The graphics are fluid 
enough, hut the main 
sprite seemed a little 
sluggish for my liking, 
but HI leave all the 
moans and groans for 
the review. I’m tempted 
to praise this cart, but 
that's mainly because 


of the endless offers of 


These bikes are identical to the 
ones used in the movie. You'll find 
your button configuration changes 
thus enabling you to fire your hot 
plasma bolts of death at any angle 
you please. This section is a total 


plush merchandise from 
the guys at Vic Tokai! 

If you compare it 
against other scrolling 
shoot 'em ups, you’ll 


flashback to the old school arcade 
shoot 'em ups, but Vic Tokai have 
added their own brand of versatili¬ 
ty to it, and managed to pull off 
some pretty groovy ideas. 

It's a pretty impressive cart at a 
first glance, but of course we here 
at Super Action Towers will have to 
hedge our bets until we delve a lot 
deeper into it when it comes up for 
a full review in a few months time. 


find that it does quite 
well compared to 
Turrican or Probotector. 

However, at this 
early stage, Timeslip 
does not yet compare 
to the likes of Alien 3 
and the classic Super 
Star Wars. JAY 
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Can a hybrid of Chess, Risk, 

Desert Strike and Blockbusters be 
any good? Super Conflict dares to 
answer in the affirmative, promis¬ 
ing to be the most involved SNES 
war simulation yet. 

T he U.S. advertisement selected play area taking up most 
declared that Super of the gameplay time. It's possible. 
Conflict is "war enough whenever you fancy, to zoom out 
for everybody". Thank- and take a overhead view of the 
fully, this will not be the case when entire scenario. There are 55 of 
it's released in Britain. Any war is them in single player mode and 16 
too much if you ask me. in two player mode. 

Super Conflict can be played by In solo mode, you must scrap 
one or two players. Military strate- against the computer's assembled 
gy must be employed from the out- forces - there are 5 skill levels to 
set for success. Changes in tactics pick from. 

have to be made to suit all situa- However, as in any self-respect- 
tions - the terrain and movement ing SISIES release, this cart comes 
of the enemy will force your hand. into its own in two player mode. 

The battle area is massive, with To win, the opposition's Flag Unit 
an extreme close up of part of the must be destroyed. 


THQmngwQgnXQ 


Battle tanks - useful for quick ground attacks. 


5SSSS 




desert strikes 

n In sand dunes 


The whole play area of a single sector. 


aStfSSSS 


you just burn 


Whenvou 


of the battle. 
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Bridge over the river Hexagon, starring Alec 
Guiness and his brother Alec Murphies. 


Let me explain. In Chess terms, 
the Flag Unit is the King. The rest 
of the forces, similarly, are compa¬ 
rable to the other chess pieces in 
that they are all blessed with obvi¬ 
ous strengths, weaknesses and 
directional capabilities. 

A distinct advantage that Super 
Conflict has over Chess is that, like 
golf (it has bunkers doesn't it?), a 
combatant can play off a handicap. 
This feature could be incorporated 
in many other SIMES games. 
Newcomers would be given a 
chance to have a dabble against a 
friend without suffering too many 





Just how long it'll take 
to review Super Conflict 
I don't know. It’s mas¬ 
sive. It should appeal to 
lovers of good value as 
well as the “sim war” 
fan brigade. There is 
even a modicum of ani¬ 
mated action thrown in 
when turns are made. It 
looks like it could well 
be a worthy challenger 
to Desert Strike, 
although a full review 
will be needed to find 
out one way or another. 

The only real criti¬ 
cism I can raise at this 
stage is that it doesn't 
hold much instant 
appeal. A lot of time 
and patience will be 
required here just to 
get into it. Many SNES 
gamers don’t possess 
either of those quali¬ 
ties. However, any 
SNES release involving 
brain as well as brawn 
can’t be bad. ALEX 


A quick overview of the game is given on 
screen if you so desire. 


Keep this guarded at all times - when 
the flag tank goes down, you’re dead. 


humiliations before getting to grips 
with the task in hand. 

As well as the Blockbusters-like 
movement screens, there are 
numerous Unit Data Screens that 
give detailed information. Giving 
the feel of Risk with knobs on, 
these facts and figures (a dream for 
all war gamers) must be digested 
for any hope of victory. 

Units can be deployed from fac¬ 
tories and airports to kick off with, 
but of course the fun only begins 
when your forces have moved for¬ 
ward sufficiently to engage the 
enemy. This can happen as soon as 
any of your forces manage to occu¬ 
py a hexagonal area of the map 
which is adjacent to that of the 
opposition. 

The detail is incredible and the 
intricacy is immense. Look out for a 
full review in next month's Super 
Action where you'll get some idea 
of just how enormous this baby is. 


The multiplicity of game options! 


& 


— — 




Can I have a pee please Bob? Don’t worry, this 
is better than Blockbusters. 


The blue hexagons are water, the green ones 
denote forested areas. Get the idea? 


We’ll fight them on the beaches. No 
Winston, the soldiers will. 
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Take over industrial areas so you may refuel. 

I FIRST LOOK 
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Quiet please! Game on! Silence is a must while 
playing this game, or so they say. 


MINDSCAPE 


Chalk up your 
cue. Remove 
the annoying 
bits of fluff from 
the table. Play 
with your 
phantom ball 
facility and let 
loose with the 
most stuffy shot 
of the century. 






Step up to the table and line up your break. A Scatter the balls everywhere with a hefty 

full power shot often puts balls into pockets. whack. Your opponent will be spoilt for choice. 


IOj IS ! 11H 


Originally the sport of Kings and 
noblemen, now the pastime of 
pimps and bar flies. Good old pool 
is about to make an appearance 
on the SNES, but will it be a 
sparkling treat fit for a King or a 
blurred vision of last night down 
the pub? 


I It's here! I've been waiting to 
get my hands on this cart for 
months. And now I've got it. 
The ultimate in chill out 
entertainment looks absolutely 
amazing on the number one con¬ 
sole, and it plays like a dream. 

If I had a pound for everybody 
who walked past the office moni¬ 
tor and said 'Pool? On the SNES? 
Excellent!', I'd be a very rich man 
by now. It certainly looks as if 
Mindscape have hit onto a win¬ 
ning idea with this one. 

The graphics are simply gor¬ 
geous, that's all I can say. What 
with three-way perspective views 


of the table to choose from, a 
super smooth phantom ball facility 
and scrolling as slick as a freshly 
buttered bathing suit. And on top 
of that there's unlimited options to 
play with as well. 

There are four styles of game- 
play to pick from. Freestyle, Party, 
Tournament and Challenge. Each 
style has numerous variations of 
the age old game of billiards, and 
every one of them is a joy to play. 

Eight ball, nine ball, ten ball, 
three ball, fifteen ball, rotation. 
The list is endless! I'll guarantee 
you if you buy this game you 
won't be restricted on the option 
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The first of its kind to 
hit the SNES, and what 
a beauty it is too! Silky 
smooth graphics and 
bags of gameplay 
should ensure that it 
will grab you by the 
throat and demand that 
you play it. 

A top class game all 
round with plenty of 
options to keep you 
coming back for more, 
and more, and more! 
This is only a preview, 
and I'm already giving 
you my opinion! But I 
don't care, because this 
game is destined to 
ruin your social life. JAY 


Left: Choose the 
three ball game and 
invite your pal to 
play along. The 
person who scores 
the most points 
wins! It’s that easy! 


fit t *rnm 


rupx t ttftt , 
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Note the weird looking ball. That’s the 
phantom ball. A nice idicator feature, 
which will let you know where your 
ball will end up after you’ve struck it. 


Just one of the many angles 
you can view the game from. 
With this facility, you can 
take a closer look at the balls 
before you take your shot. 


Left: Red ball, 
corner pocket? 
Go for the 
rebound! No, try 
swerving it 
round the 
yellow, etc etc. 
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laugh every 
time you turn 
it on. 

I can see the 
attraction of 
being a shady 
pool shark now. 

Swaggering around 
a smoke filled room, sliding round 
the table, supping whiskey and 
sucking on a big cigar. Pulling off 
trick shots you only see in the 
movies and collecting your money 
from a dude in the corner dressed 
head to toe in leopard skin. 

That would be cool. Not that I'm 
promoting gambling or anything 
like that, I'm just tripping, I guess. 

Alex and myself will no doubt be 
playing eight ball until the cows 
come home to find out 
who'll get to write the 
full in depth review 
next month. So I sup¬ 
pose I'll have to get 
some practise in after 
the hefty thrashing I 
got from Mindscape's 
James Morris last time 
he visited. 


Try out all those trick shots you’ve seen Paul 
Newman do, and then some! 




U 

Concentrate on all your shots. 
Trying to speed up the game 
by playing quick shots will 
only waste more time. 


front. There's even a funky, but 
some times irritating juke box 
facility to play around with! 

Each game has it's own rules to 
follow, so it's wise to bury your 
head into the instruction manual 
before throwing down the gaunt¬ 
let to all your mates. Mind you, the 
damn thing looks more like a car 
manual than a rule book. 

You could seriously spend your 
entire weekend playing this game, 
and you probably will. It's just so 
addictive! I know video games are 
meant to be, but it's very rare 
nowadays to find a cart which will 
last you a lifetime and still be a top 


Now the balls are spread all over the table, it’s 
finally time to play ball! 


FIRST LOOK 
























Captain America: TM & © Marvel Entertainmeny Group, Inc. All Rights Reserved 



A sample of the more ‘serious’ artwork produced for the game. 


Left: Watch out for 
the Whirlwind. 

He’s not in the 
park for an 
afternoon stroll, 
it’s an afternoon 
brawl this guy’s 
after! 


VWK irlwi rvd ' s 
attack was Just 
a setup! 


CAPTAIN 








A <D THE AVt~ 


The man with the most heavily 
buffed shield in the business is 
back in town to defeat the evil 
Red Skull and his infinite gang of 
hoods and villains. 


Hawkeye rides straight at the Sentinel... 


Meanwhile, Vision feels the grip of death. 


Destructed cities and smart for a battle.. 


But where did this big tree come from? 


■j 've always been a big fan of 
I Marvel comics, but I much pre- 
■ ferred showbiz super heroes 
■ like Spider-Man or the Hulk. 
Captain America is a bit, well erm... 
boring for a super hero. He does 
have a large shield, which he 
viciously throws around, but even 
that's not very special. Anyway, 
Mindscape have chosen Cap, so 
that's that. 

As this is a two player game, you 
do have a selection of heroes to 
choose from, so you don't have to 
be Captain America if you 
think he's a bit stinky poor. 

The story behind this 
game is as follows. 

World wide sources are 
revealing that under¬ 
ground criminals are 
laundering mass amounts 
of illegal (stolen) gold bul 
lion. All this is being done 
under the command of one man, 
the Red Skull. 

You're no doubt wondering what 
old Red head is going to do with 
this money, aren't you? Well he 


Iron Man slugs it out with some hefty geek. 


isn't swanning around buying flash 
new cars or Armani suits, oh no. 

He's secretly building an organ¬ 
ised race of super villains, 
which he can control with 
his amazing mind 
machine, and it's up to 
you and your pals to seek 
and destroy the machine 
and everyone connected 
with it. 

The super villains come in 
various guises, and each have a 
devastating super weapon. Giant 
robots, mechanical octopi and even 
the Grim Reaper himself makes an 
appearance. They all have plans to 
stop you in your tracks and pum- 
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Scene Two: Target Town. Just like it says 


mel you to death with their big 
hairy hands, so you've got to be on 
your toes. 

The game consists of five sec¬ 
tions, each with its own end of 
level nasty for you to deal with. 
Battle with the bad guys in and 
around the streets of some huge 
city, through grassy parks and even 
on the deck of a destructed ship. 

All these levels give you enough 
time to practise and perfect your 
moves in preparation for the ulti¬ 
mate final scrap to the death with 
the Red Skull. 

All the usual power ups and ener¬ 
gy refilling icons are there for the 
picking, it's just up to you to find 
the little blighters. The characters 
you can choose from are all quite 
different, so pick your player and 
sit down and suss out his tech¬ 
niques before you plunge head first 
into the fight of your life. We'll have 
a full review of this scrolling beat 
'em up next issue. 




Hawkeye takes a breather. Vision looks on. 



Special delivery! Here’s a jet bike for you! 




FIRST LOOK 


It looks like Hawkeye is on his own. Boo Hoo. 


If you enjoy reliving 
your childhood fan- 
tasies and have a great 
desire to dress up like 
a social misfit, this lit¬ 
tle one could be right 
up your street. 

Fighting low life 
scum and saving the 
earth can be quite ful¬ 
filling on a Wednesday 
afternoon, and it’s a lot 
more fun with two of 
you doing the biz. 

The graphics move 
fairly well, but the main 


Iron Man and the Cap take care of business. 


sprites are a tad on the 
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small side for you to 
take a real interest in 
them. And as there has 
been a bit of a shortage 
on the super hero game 
front recently, the cen¬ 
tral characters could 
have done with having a 
heap more personality 
programmed into them 
to make this game a lot 
more appealing. JAY 
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INTERCEPT: Seek and destroy! 
Go and find some Kilrathi scum 
bags and blow them out of the sky. 
It's that simple! 


If you want to get used to the feel of the craft, 
spend some time in the flight simulator. 

sitting in the sim and having a 
quick dabble on the joystick. 

Colonel Halcyon lets you know all 
the information about your mis¬ 
sions inside the briefing room. 
After flying a mission you must 
return here for a mission report and 
a debriefing session. 

There are five flight missions for 
you to try your luck out on... 

DEFEND: You must guard a sta¬ 
tionary position by orbiting it from 
a distance of 10,000 metres. Do not 
engage the enemy unless they 
reach around 14,000 metres from 
the position you're guarding. 

ESCORT: Guard the big ships on 
rendezvous assignments. Fly paral¬ 
lel to the ship at a maximum dis¬ 
tance of 10,000 meters and be on 
the look out for the Kilrathi ships. 


him up 1 - 




STRIKE: Destroy an enemy target. 
The mission is to swoop in fast, do 
the business and get out even 
quicker. Team work is essential as 
the Wingman must take out the 
incominq enemies before they 


A ttention to all of you 
wanna be space cadets 
who enjoyed blasting 
Kilrathi bad boys out of 
the galaxy. You've been given a 
whole new bunch of missions, so 
strap on your helmet and climb 
aboard your craft. 

It's believed that the evil Kilrathi 
warriors are testing their new 
secret weapons out on human 
colonies. You and your fleet are 
being sent there to pursue the 
Kilrathi army across enemy lines 
and eliminate them and their new 
found plaything. 

As with the old Wing Commander 
game, when you're on board TCS 
Tiger's Claw you can interact with 
your fellow fighters in the officer's 
club and in the briefing room. 

When you're in the club room, 
check out the flight simulator in the 
corner. Spend some time on this 
machine before you shoot off trig¬ 
ger happy across the universe. 
You'll learn all you need to know 
about flying your craft by simply 


PATROL: Cruise around unse¬ 
cured areas making sure everything 
is peaceful. It's up to you if want to 
attack anything, just make sure it's 
an enemy before you let loose with 
your laser. You could end up with a 
desk job. 


Listen and learn. This man knows what's what. 


It’s the Kilrathi posse! Shoot them! Hurt them! 


Yet another release from the 
Mindscape Christmas collection, 
this time it’s back on board TCS 
Tiger’s Claw to do good for 
mankind in some high risk, top 
secret missions. 


In a daad run far tha safety of 
their hone worlds. 


And here we have the premiere of Star Trek 9. As usual, you don’t know what’s happening. 




a . iarii 

Sir? Hoas this naan ut don’t Hnoui what 
hind of ness we’re jumping into? 
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For nttritorioui conduct in confronting the 
Kitrathi enerty... 


Congratulations! You receive your very first medal. Hurrah! 



Oh my, it does look nice on your jacket. Pity its the only one! 


MIN 



Shoot! It takes a fair old bit of practice before 
you’re a top gun space ace, I can tell you. 

reach the Wingleader who is busy 
placing missiles. 

You and the Kilrathi both have 
four different sorts of craft to fly. 
You have the option to fly the 
Hornet Light craft, the Scimitar 
Medium craft, the Raptor Heavy 
craft and the Rapier Medium craft. 

While the Kilrathi can turn up in 
the Salthi light, the Krant medium, 
the Dralthi medium and the Gratha 
heavy. The only problem is that you 
can only dream about flying these 
other 'special' ships. But if you are 
highly successful 
on all your secret 
missions, and if 
the delightful 
Colonel Halcyon 
gives you that 
much deserved 
promotion, they 
are there for the 
taking. Yahoo! 



JIVTI. Come in. I need to 


"But at Goddard tue milt provide a 
welcome they shall not soon forget 




Don't get too 
excited. He’s 
not blowing you 
a kiss. This is 
just one of the 
many screens in 
which mnembers 
of the TCS 
Tiger's Claw 
have a little 
chat with you. 


Eek! It’s the Kilrathi 
super weapon! Save 
the humans from 
instant death by 
seeking out this 
beast, and 
destroying it. 






This is your ship. If you want to change 
it. tough! You have to earn a new craft 
by eliminating enemy fighter planes. 







f I FIRST LOOK 


The sequel appears a 
lot more technical than 
the original, basically 
because of all the 
options and choices on 
offer. The amount of 
onboard information 
you can punch up with a 
slight slap of your joy 
pad is staggering. 

Blaster Indicator, 
Auto Targeting, Left 
VDU, Right VDU, it all 
gets a bit confusing 
after a while. If you 
enjoyed the first in the 
series then you should 
love this. Big improve¬ 
ments have been made 
all round and there’s a 
lot more depth to it 
than the original. But 
definitely one for the 
flight sim freaks. JAY 
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ADDRESS 


1 st Choice.. 
2nd Choice 
3rd Choice. 
4th Choice . 


bored with 

YOUR VIDEO GAMES? - WANT TO SWAP THEM? 

PANDORA HAS THE ANSWER. OPEN OP THE SWAP BOX AND SEE WHAT GAMES ARE INSIDE. SIMPLY 
SEND THE GAME YOU WANT TO SWAP & £2.50 PLUS £1.00 P&P, AND YOUR 4 CHOICES. If YOUR 
GAME SWAP IS NOT AVAILABLE WITHIN 14 DAYS WE WILL SEND YOU ONE OF 
OUR FOR YOUR ENJOYMENT. 

■•GAMES ARE WAITING TO SWAP** WE ALSO SWAP SEGA MEGADRIVE/MASTER/GAME GEAR 


DISTRIBUTORS 


IMPORTERS 


& 


TEL/FAX: 0924 402244 


EXCLUSIVE 


REPLAY 


_ 


TEL/FAX: 
0708 478 932 
(MAILORDER 
ONLY) 


DREAM 


CHEAPEST 

PRICES 

AROUND!!! 


s* 


\e* 


O'" 

NEW SUPER NINTENDO GAMES FROM £21.99 


16 DIBAN AV\ 
ELM PARK] 
HORNCHURCH \ 
ESSEX, 
RM12 4YE 


BOMBERMAN '93 . £53.99 

BLUES BROTHERS....£33.99 

POP N TWIN BEE . £41.99 

PRINCE OF PERSIA ..£24.99 

CAMEL TRY. . £30.99 

JOE & MAC 2 . £37.99 

STAR FOX . £42.99 

FI CIRCUS LTD . £43.99 

MICKEY MOUSE . £50.99 

RUSHING BEAT RUN £29.99 

HYPER ZONE . £21.99 

ROCKETEER . £21.99 

ALIEN 3 . £43.99 

FIRST SAMURAI . £38.99 


BATMAN RETURNS...£29.99 

SUPER PANG . £35.99 

FINAL FIGHT II . £29.99 

SUPER STAR WARS...£36.99 

CONTRA SPIRITS . £30.99 

DEAD DANCE . £37.99 

MARIO COLLECTION .£69.99 

WORLD HEROES . £61.99 

DESERT STRIKE . £29.99 

EXHA UST HEA T 2 . £39.99 

S.F.2 TURBO . £79.99 

KIKIKAIKAI . £46.99 

YOSH1 SAFARI . £42.99 

HUMAN GRAND PRIX.£41.99 


BA TTLE SOCCER . £45.99 

PEBBLE BEACH GOLF.£38.99 

USA GAMES 

YOSHI 'S COOKIE . £44.99 

CYBERNATOR . £44.99 

FATAL FURY. . £50.99 

SUPER TURRICAN . £42.99 

MARIO IS MISSING ...£47.99 

MYSTICAL NINJA . £46.99 

MORTAL KOMBAT . CALL 


*FULL EJECT UNIVERSAL ADAPTOR £13.99* 

PLUS MANY MORE GAMES. PLEASE WRITE, RING OR FAX 
FOR A FREE PRICE LIST, P&P £1.50 PER GAME. 
PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO: 
M.J. DREAM CONSOLES. 


| STREETFIGHTER II HAND PAINTED MODEL CHARACTERS IN TRUE JAPANESE SUPER | 

DEFORMED STYLE. SET OF 12 ONLY £44.95 OR £4.50 EACH . 

VERY COLLECTABLE. LIMITED STOCKS! 

PRICE INCLUDES 1 st CLASS RECORDED DELIVERY. 

PLEASE MAKE CHEQUES / P.0. PAYABLE TO Replay Consoles. 

Replay Consoles DEPT: SA 60 Occupation Lane, Staincliffe Dewsbury W/Y WF13 4BP. I 


SF 1 Turbo £CALL 
31-bit 3 DO £HOT 

For the latest Super ADD-ON accessories, 
games and all the WILD things you want 2 
At low low prices, LOOK no further! 


Jap.Famicont£llO 
Super Cun £149 Arcade boards £CALL 
Super NultiTAP £14 PAL-Booster £11 
Infra.R Joypad £10 DSP cart £40 
ROH upgrade £10 
AND all the hard-to 


DIRECT IMPORTS FROM USA 

Call 0489-578108 
0831-376 166 

Games & Consoles 


































































you’ 


wanted for 



It’s the pop action quiz that 
can win you a cool £555 - 
every week! Imagine what it 
could buy you. 

All you need is a phone, 
a finger and a brain. Eeezee! 


EVERY WEEK 



MUST 


WON 


D| IIC EACH DAY S HIGHEST 
rLUO SCORER WINS A TOP CD 




And it’s different every time 
you call. Get more correct 
answers in 7 minutes than 
anyone else and you’ve won 
this week’s £555. 

This is beyond virtual reality. 




THE WEEKLY QUIZ GAME THAT'S 555 TIMES MO HE S EH IO US 


Callers must answer as many multiple choice questions as they can in 7 minutes. Tiebreak decided by the least wrong answers and fastest time. 
Each game ends at midnight on Sunday. Please ask permission of person who pays the bill before calling. Max possible cost: £2.70 (cheap), £3.60 
(other times). For rules and names of last week’s prize winners call 0891 228501. The Picture Phone Co. 19/20 Poland St, London W1V 3DD. 
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TEL- 021 628 5715 


P.O. BOX 3326, KITTS GReen, BIRminGHam. B338EL 
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GET AHEAD OF THE FIELD, 

PHONE: 0625 850 874 

AND RESERVE YOUR 
POSITION IN THE 
WINNING TEAM* 




IrS 


OTHER TITLES in STOCK. 
PLEaSE CaLL FOR ai/aiLaBILITB. 


9 9 

9 


cominG soon. 

WORLD HEROES, aRT OF FIGHTinG 
mamo aLL STaRS, moRTaL KomeaT 


P+P £ 1.50 PER ITEm. 
maxes cheques/p.o. payaBLE to : 'Games elite' 

PLEaSE aLLOUJ 7/10 D3blS DELII/ERy. 
hours: 9am-7Pm mon-saT. sun 9am -1 pm 


maiL ORDER OHLy. 

ROTE; SORRy no CREDIT CaRDS 
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GAMES 




THE ULTIMATE GUIDE TO GAMES BUYING 


If you have money 
burning a hole in 
your pocket then 
pore over these 
pages to decide 
where to aim your 
cash. The chart 
below will show 
you how others 
are spending their 
dosh - and if you 
want to know 
which games 
Super Action 
rates look for the 
Yellow flash. 


GALLUP 

I NON MOVER UP ▼ DOWN© NEW ENTRY 

1) >TKiKEIt 

Elite 86*o 

2 ) 

Nintendo 96°o 

3) 

LJN 90% 

4) 

Konami 94*c 

5) 

Nintendo 94*o 

6 ) 

Konami 90*o 

7) SUPER STAR WARS 

JVC 95% 

8 ) 

Electronic Arts 92*o 

9) 

Konami 91 *o 

10) WWF ROYAL RUMBLE 
LJN 49*o 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT’S HERE. 


ALIEN VS PREDATOR 

Activision 

Jap import 59% 

Oh dear. A top licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is less 



interesting than most, with 
indistinct graphics and not 
much else to recommend it. 
Avoid it at all costs. 

BATMAN RETURNS 

Konami 

Jap import 91 % 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evil Penguin 
and battle against hordes of 
clowns. 



most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor¬ 
geous. You’ll play this one for¬ 
ever 

BEST OF THE BEST 

CHAMPIONSHIP 

KARATE 

Electro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DOOMSDAY WARRIOR 

Renovation 

Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is full of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 



It’s not another SFII, but it’s not 
bad. 81% 


FATAL FURY 

Takara 

Jap import 75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 

Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting challenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FIST OF NORTH STAR 

Toei Animation Co. 

Jap import 70% 

Although this game seems shal¬ 
low and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 

* ~ 

n *Jv • ... : . : .. 



hours of fun and frolics from 
beating up a mate. Sad and 
pathetic in one player mode. 

GOLDEN FIGHTER 

Culture Brain 

Jap/US import50% 

Don’t be fooled by screenshots, 
this is a turkey. The hype that 
surrounded it pre-launch was all 
in vain and this might just be the 
biggest disappointment in video 
game history. 

KING OF THE 
MONSTERS 

Takara 

Jap/US import80% 

Some hugely enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal for a single player is 


questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic laugh. 
Godzilla meets Streetfighter! 

LAST FIGHTER 

Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures small and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two player mode though, but 
best suited to young kids. 

MORTAL KOMBAT 

Acclaim 

Official 90% 

Does not quite claim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with loads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 

RANMA \ 

Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 

The wide variety of characters 
and moves available are backed 
up by fluid gameplay and 
sparkling graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of 
Streetfighter. 

RANMA 

Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highly. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 

Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visually very 
similar to Final Fight but with 
small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 

SONIC BLASTMAN 

Taito 

Jap import 89% 

Not a conversion of the arcade 
game, but a brilliant use of the 


characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 

Capcom 

Official 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 



true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it's as sim¬ 
ple as that. 

STREETFIGHTER 2 
TURBO 

Capcom 

Import 95% 

Totally addictive head bashing 
fun. Quicker, slicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 

Technos 

US import 90% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this title. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionable testability 
for a single player, but the best 
game of its kind for two fighters. 

TKO BOXING 

Sofel 

US import 70% 

A reasonable boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 
repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IN TIME 

Konami 

Official 90% 

This gives the Turtles a new 
breath of life. Beautiful looks 
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and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero level 
where you mount a surfboard 
and head off along a superfast 
highway. 

TUFF E NUFF 


Jaleco 

Official 85% 


If there had been no SFII then 
this would be the benchmark for 
beat 'em ups. The sprites are so 
manic at times it’s scary. 



They all move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended fun. 85% 


ULTRAMAN 


Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out dosh on 
it though. 

WWF ROYAL RUMBLE 

LJN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. If you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 


WWF WRESTLEMANIA 

Acclaim 

Official 70% 

The WWF phenomenon is huge. 
This game replicates the look 
and feel of the event perfectly. 
Wrestling games tend to err on 
the side of rubbish, but this is 
one of the best. Smart graphics 
and top sound add up to a rea¬ 
sonable license. Strictly for 
WWF fans though. 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL. 


AGURI SUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Ooh! Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 
Super Mario Kart and to much 
critical acclaim. It's all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 


Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven't got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

FI EXHAUST HEAT 

Ocean 

Official 90% 

This is the best FI racing game 
available for the SNES, but it’s 
marred slightly by repetitive 
backdrops and slowdown. It’s 
gorgeous to play however and 
combines strategy with fast 
action driving. There are some 
great effects but it will soon be 
upstaged by the sequel, FI 
Exhaust Heat 2. There is compe¬ 
tition in the FI field, but those in 
the know recommend this game 
above all others. 

FI EXHAUST HEAT II 

Seta 

US Import 95% 

Here it is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There is 





enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was made for racing 
games. 

KING OF THE RALLY 

Meldac 

Jap import 90% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 



There are ten sections to com¬ 
plete and it all makes a rather 
nice change. 

OUTLANDER 

Mindscape 

Official 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
weapons and lots of victims - 
it’s all very playable stuff though 
it can be repetitive. 

RPM RACING 

Interplay 

US import 68% 

This looks and sounds very 
unusual indeed. A split screen 
driving game with weirdo inter¬ 
lace graphics. Everything is very 
detailed and fiddly looking, but 
strangely attractive neverthe¬ 
less. The scrolling, while gener¬ 


ally smooth, does tend to jerk 
occasionally and some corners 
can be a bit unpredictable. A 
track designer adds to the lasta- 
bility but it’s a bit too slow to be 
fully recommended. 

SUPER FI CIRCUS 

Nichubitsu 

Jap import 78% 

Hey, hey! More vertically 
scrolling racing stuff, this time 
with proper Formula One cars. 
The problem with all these 
games is that they’re impossible 
to play until you complete a 
qualifying circuit, a process 
which is incredibly dull and time 
consuming. It’s smooth though 
and one of the better overheads. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to fall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attentiomn 
for an hour or two. You slip into 
the shoes of Satoruu Nakajina, 
that most famous of FI heroes 
and have to go through the regu¬ 
lar jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MARIO KART 

Nintendo 

Official 94% 

You probably know the verdict 
for this one already. Perhaps the 
best driving game ever. Split 
screen, 2 player, stop the traff¬ 



ic, rock ’n’ roll action. Spectac¬ 


ular graphics, unbelievable 
sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 


SUPER OFF ROAD 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 
The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (boo!) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the SNES and is ready to race, I 



eap and spin his way to your 
heart. 87% 


TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 
Run, only this time with split 
screen two player mode. The 
graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


ACROBAT MISSION 

Teichiku 

Jap Import 62% 

Yet another vertically scrolling 
blaster and not a particularly 
amazing one at that. If you have 
every other game of this type, 
you might want to take a look 
but it’s far too easy for most 
people. 

ALIEN 3 

Acclaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
category. 

AXELAY 

Konami 

Official 91 % 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant. 

BLAZEON 

Atlus 

US Import 77% 

Run of the mill shoot ’em up 
with all the usual trimmings 
such as large evil bosses etc. 
etc. One saving grace is the abil¬ 
ity to inhabit alien ships of vari¬ 
ous size and strength to achieve 
your goal of human freedom. 

BIOMETAL 

Athena 

Jap Import 70% 

Spend your money on some¬ 
thing else. The glitching and 
slowdown often annoys - why 
design such massive and 
detailed enemies if they’re going 


to geek out whenever there’s too 
much on screen? 



The Depeche Modesque sonics 
and the choice of difficulty level 
are Biometal’s only redeeming 
feature. When the official ver¬ 
sion comes out it’s going to 
have a 2 Unlimited soundtrack. 

COSMO GANG 

Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 
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CYBERNATOR 

Konami 


Official 91% 

Clumping around in a large suit 
blasting hell out of aliens this is 
what video games are all about. 
There is an incredible amount of 



plex enough to have you playing 


INDEX GUIDE 

If you want to know the score 
- check the index. 


Dame Title 

Software Company 

Super Action’s score: This is 
checked regulary in case the 
game loses its flavour. 


Game Staus: Official or 
Import (Japanese or 
American) 

Review: We have tried to 
include all the relevant 
information. Obviously In the 
interest of space it has been 
pared down but our views are 
still worth taking note of. 
DON’T Buy a game until 
you've read about it here. 


TKO BOXING . 

Sofel ^ 

US import 70%- 

Reasonable boxing game with lit¬ 
tle to dmnguish it from any 
other bc|ing game. The graphics, 
while SlilkiiaUUiUsiiiliyUana 

convey the atmosphere of real 
boxing. There are some nice 
samples and lots oLfluitar, it 
plays well but get? m 

quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everything about your various 
attributes. 


X 


The price of games is no joke and we are well aware of it. If 
you are thinking of buying a game then check it out here first. 
If it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


FLASH 

Keep an eye out for 
seal of quality. 

F-ZERO y 7 

L.'/ / 

Official/ 91% 

Still regapefed by many as 
the toj/NES racer, this 
mopf-e seven special is as 
adaictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
been reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash is 
the indication of a MUST BUY. 


SUPER ACTION 69 


























































for some time to come. 

DARIUS TWIN 

Taito 

Official90% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 

DESERT STRIKE 

Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to partake in. 
The helicopter is a joy to fly with 
plenty of taxing missions to test 
out your skills. Good graphics 
and some great sound effects. 

GRADIUS 3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s “old hat”. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

HYPERZONE 

HAL 

Jap/US lmport41% 

Oh dear. It looks like F-Zero with 
guns and plays like a dog. 
Unbelievably dull and repetitive, 
this is simply an exercise in 
mode seven scrolling. It looks 
attractive but don’t be fooled. 
Easy, pointless and unreward¬ 
ing. Check it out if you’re a 
masochist. 

MECH WARRIOR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There's enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job - you’ll 
need it. 87% 

IMPERIUM 

Vic Tokei 

US Import 78% 

It’s a sad day when a software 
house sits down and thinks that 
a vertically scrolling shooter is 
the most original concept of all 
time. Imperium may well be 
fast. It may well be action- 
packed and it may well be good 
fun. However, it also happens to 
be unoriginal and up against 
some fairly stiff competition. 
Super Aleste is identical in style, 
but far better in terms of depth 
and quality. You’d have to be 
barking mad to buy this instead 
of Super Aleste but it’s not too 
bad on its own merits. 

PARODIOUS 

Konami 

Official 91 % 


Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for all SNES blast 



fans. Better bring a sick bag 
though. 

PHALANX 

Kemco 

Jap import 84% 

Much maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances -this is a gem. 

POP ’N TWINBEE 

Konami 

Jap Import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was a good 
'un. 92% 

STAR WING 

Nintendo 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It has a resounding 
music score and excellent voice 
samples. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. By 
no means the worst game of its 
type and should be considered. 

SUPER ALESTE 

Toho 

Official 89% 

At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 
seven graphics add greatly to 
the challenging pyrotechnic 
action. 

SUPER PANG 

Capcom 

Jap import 89% 

Not strictly a shooter, but you 
do have to blast things. Pop the 


bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small night-mare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but jerky 
scrolling and lots of slowdown 
mean that this is a heavily over¬ 
rated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it's exciting and it’s an 



excellent film license to an excel¬ 
lent film. The best shootie you 
can buy with state of the art 
graphics, bags of levels and plen¬ 
ty of diversions. You can play as 


Luke running and jumping, dive 
into his Landspeeder for a spin 
and even get under Chewbacca’s 
skin. One of the most complete 
games we’ve had in the office 
with a diffculty level to tax the 
best gamers. 

SUPER SWIV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Hudson Soft 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 
influences, so if you’re into 
those kind of things this just 
might be right up your street. 

SYVALION 

JVC 

Official 60% 

This starts as a weird game - 
you may never have controlled a 
dragon before but after a while it 
just plain does your head in. It is 
all extremely repetitve and 


although it is original with some 
smart end of level guardians it 
still does not thrill like a good 
shootie should. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents it 
being great. 80% 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
blast. 

WING COMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
very similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
challenge. 

WINGS 2 

Namco 

US import 82% 

Tally ho! WWI air time with the 
crates of the Royal Flying Corps. 
Power up your squadron to 
complete missions in strafing, 
dog fighting and bombing. 
Chunky graphics and deeply 
arousing patriotic music make 
this one of the best flight sims 
available on the SNES. 


r STRATEGY 1 

GET THE OLD GREY 
MATTER ON THE BOIL WITH 
, A TAXING CHALLENGE. . 


CACOMA KNIGHT 

Datam Polystar 

Jap Import 46% 

It’s cute and colourful in the 
same sort of style as Pop 'N 
Twinbee and Parodius, but it’s 
nowhere near as good as either 
of them. All it consists of is a 
single screen run around involv¬ 
ing covering a set percentage 
quicker than your opponent (or 
before the many assembled bad¬ 
dies get you). A rank rip-off if 
ever there was one. 


CAMELTRY 

Taito 

Jap/US import86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun, 



make sure you get the vastly 
enhanced and much bigger US 
version. It has far more levels 
than the otherwise fabby Jap 
version. 

CHESSMASTER 

Mindscape 

Official 52% 

What can you say about chess? 
As a two player game, this is rea¬ 
sonably presented and is as 
good as you make it. Play the 
computer on your own though 
and you’ll soon discover it plays 
a mean game. Sadly though, the 
graphics are a bit poor and the 
music is utterly rubbish. A poor 
effort but then, there is no com¬ 
petition. 

FACEBALL 2000 

Bullet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 



best mate. There’s also a hidden 
game only accesible through a 
wierd password combination. 
Simple graphics with OK sound 
effects. 

LEMMINGS 

Sunsoft 

Official 87% 

A spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
class game. 

LOST VIKINGS 

Interplay 

Official 89% 

What a refreshing change! A 
SNES release that requires later¬ 
al thinking, patience and 
endurance. It’ll take ages to 
complete. Splendid strategy and 
particularly pleasing problem 
solving. A certain entry to the 
list of classic SNES games. 89% 

MARIO IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 


taxing for gradutes as well. 
Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcader 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode 7. It's 
entertaining and enormously 
playable. 

SIM CITY 

Nintendo 

Official 92% 

Gorgeous, involving and utterly 
fabulous conversion of the 
home computer favourite. Build 
a city, keep it going and if you 
get bored, destroy it using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sound are just about up to 
the job, but this deserves its 
score on gameplay alone. 

SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn't suffer because of it. 
Guide a spinning top around 
mazes of trapdoors, short cuts, 
lifts and all manner of awkward 
obstructions. 
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SUPER BOMBERMAN 

Hudson Soft 

Official 95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your 
mates without a care in the 
world. Excellent. 

WORDTRIS 

Spectrum Holobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. 



It’s fast, infuriating and lots of 
fun - just don’t kid yourself that 
it’s an educational and you’ll do 
fine. 

YOSHI’S COOKIE 

Bullet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. 


r ADVENTURE 1 

HERE BE DRAGONS. THIS 
IS THE REALM OF SWORDS 
, AND SORCERERS. , 


ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in fact a 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

ARCANA 

HAL 

US Import 49% 

Although this looks like a fabu¬ 
lous Dungeon Master clone, it is 
in fact a tedious, plodding 
excuse for an RPG. Combat is 
immensely dull as is the general 
content of the game. Not much 
to recommend it and don’t be 
influenced by the lush graphics. 
It’s a bummer. 

DRAKKHEN 

Infogrames 

Official 80% 

Weird 3D perspective is gener¬ 
ated by the fluid polygon graph¬ 
ics. Other than that, it’s much 
the same as all the other RPGs 
available. This one does have 
smart bits, but not really enough 
to lift it above the crowd. 
Competent and well designed, 
but too heavily structured to be 
addictive. 

FINAL FANTASY 2 

Squaresoft 

US import 89% 

Although this looks incredibly 


dull, the sheer depth and scope of 
the game make it an instant clas¬ 



sic. Shoddy graphics are greatly 
enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

FINAL FANTASY 
- MYSTIC QUEST 

Squaresoft 

US import 78% 

Similar to its predecessor but 
with better graphics. This will be 
enjoyed by everyone who fin¬ 
ished the last game. It also 
serves as anintroduction to the 
genre. 

LAGOON 

Kemco Seika 

US import 81% 

This Zelda inspired romp does 
have some colourful graphics 
and quite spectacular sound. 



as detailed as Zelda and as a 
result looks like a pretty poor 
imitation. Worth a look if you’ve 


completed the aforementioned 
classic. 

LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous looking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you'll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 


Laserbeam 

Official 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

Enix 

US import 93% 

This fabulous RPG is easy to get 
into and will have you playing 



detailed and often stunning, with 
good use made of the Super 
Nintendo hardware. The music 
is fine and the gameplay is deep 
and involving. This represents 
excellent value for money. 


YS 111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph¬ 



ics and a huge adventure to 
complete. Everything about this 
reeks of quality and the only 
thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 

ZELDA 3 

Nintendo 

Official 95% 

Last and certainly not least. 
Zelda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game- 
play and months and months of 
challenge. 


PLATFORM 

AS WIDE RANGING A 
CATEGORY AS EVER GOT 
INTO AN INDEX. 


THE ADDAMS FAMILY 

Ocean 

Official 82% 

Slick and playable platform 
game that lacks the depth and 
playability of say Mario, but still 
a worthy and enjoyable effort. 
The graphics are often gor¬ 
geous, but slightly repetitive. 

The music can be plain annoy¬ 
ing but it does have that addic¬ 
tive spark that will keep you at it 
for days. 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ooky and 
kooky and everything moves 
perfectly. It isn’t a game that 
you can whizz through either, 
this one requires some thought. 

ADVENTURE ISLAND 

Hudsonsoft 

Official 87% 

This bouncy game has the best 
music that you will find on any 
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game for the SNES. The game- 
play is a bit dodgy and a touch 
easy at times but it’s worth a 
play. Just try to calm any fears 
you might have about cutesy 
graphics and you shouldn’t do 
too badly. 


ANOTHER WORLD 

Interplay 

Official 91% 

More platforms than blasting 
mean that Another World nar 



rowly makes it into this catego¬ 
ry. The graphics are very unusu¬ 
al polygons, but are put to good 
use and exceptionally realistic. 
The music is atmospheric and 
superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act. 

B.O.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 


CHUCK ROCK 

Sony Image soft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing and sav¬ 
ing your loved Ophelia from the 
evil dinosaurs and bogey men. 
Great fun. 

DRAGON’S LAIR 

Elite 

Official 91 % 

Striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t a bit bigger 
though. 

FAMILY DOG 

THQ 

US Import 72% 

If the standard of in-game 
graphics is your main criterion 
on which to base your buy or 
not to buy decision then forget 
this one. 


FIRST SAMURAI 

Marubeni 

Official 89% 

A classic game from way back. 
Mystical platform adventure 
with a little twist of oriental 
magic. Low on levels but full of 
playability. 



Neither the sonics nor the 
graphics are worth howling at 
the moon for but both hold a 
strange, inexplicable loveable 
quality. It’s a carefree doggy 
romp that will last far beyond 
toilet training. 

GODS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
crowd. 

GUN FORCE 

IREM 

US Import 78% 

Xardian clone with not much 
more to offer. Gameplay a bit 
too jerky with some complicated 
scenery to explore. End of level 
guardians can prove very tricky 
especially with the won weapon. 

HOME ALONE 

THQ 

US import 12% 

Listen carefully, I shall say this 
only once. If you buy Home 
Alone, then you are a very sick 
person. You need help, lots of it 
and right now. It’s crap. No kid¬ 
ding. Do not buy it. Do not rent 
it. Do not stay home alone. 

HOOK 

Sony 

Jap/US import87% 

Although this can be slow, it still 
manages to keep you interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 

JAMES BOND JR 

THQ 

US import 45% 

ALERT! Another THQ classic pile 
of rubbish this time graphically 
portraying the exploits of a little 
known boy called Bond. Naff 
gameplay naff sound naff every¬ 
thing. If you have done some¬ 
thing wrong and wish to punish 
yourself then go ahead. Buy it... I 
dare you. 

JERRY BOY/SMART 
BALL 

Sony 

Jap/US import 89% 

After reading reviews in other 
mags, it becomes obvious that it 
hadn’t been played properly. 

Give it time and you’ll find that 
the antics of a lump of jelly 
could be a most entertaining 
experience. It oozes playability. 


JOE AND MAC 


Elite 

Official 90% 

Spot on conversion of the Data 
East coin-op and a credit to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 
Nice graphics, excellent sound 
and a whole load of gameplay. 


JOE AND MAC 2 

IREM 


Jap import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. 



and it’s just possible that you’ll 
never look back. 


KRUSTY’S SUPER FUN 
HOUSE 


Acclaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. Classic plat¬ 
form action. 


LETHAL WEAPON 


Ocean 

Official 75% 

Playing as either Murtaugh or 
Riggs you have to tackle various 
missions against the clock. The 
missions are too similar though 
as you progress it improves 

MAGIC SWORD 


Capcom 

Jap/US import73% 

Oh dear, Capcom’s first duffer? 
Well, it’s not up to their normal 
standard but it’s by no means a 
turkey. The graphics are slick 
and polished and the music and 
sound effects are brilliant. The 
problem is, that the gameplay is 
incredibly repetitive and not very 
enthralling to begin with. Kind of 
like Black Tiger with all the good 
bits taken out. 

MICKEY MOUSE 


Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. 



the game is a little too easy to 
complete but you get your 
money’s worth. There is no 
doubt about that. 
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PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 


absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric SNES soundtracks 
to date. 

ROADRUNNER 

Sunsoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Official 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie and infinite lives. We 
mean it. For the toppest games 
players only. 

SKULJAGGER 

ASC 

US import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn't shine. 

SUPER CASTLEVANIA 4 

Konami 

Official 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 
Fabulous in every respect and 
very, very urmm... large. Play as 
Simon Belmont, vampire killer 
extraordinaire. 


SUPER GHOULS ’N’ 
GHOSTS 

Capeom 

Official 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capeom coin-op. 

SUPER MARIO WORLD 

Nintenao 

Official 95% 

This game is synonymous with 
the greatest console in the 
World so it’s going to have to be 
a stonker isn’t it? As much plat¬ 
form playability and hilarity you 
can get out of a cartridge. 
Fantastic. 

TINY TOONS 

Konami 

Jap import 90% 

One of the most fabulous games 
to wander into Super Action 
Tower. Gorgeous graphics, 



smart tunes and some unbeliev¬ 
able gameplay. The cartoon tie 
in has already shifted plenty of 
these but it’s worth it. 
Excessively fast action and 
tricky levels. 

TOM AND JERRY 

Hi Tech 
Expressions 

US Import 78% 

An enjoyable and playable plat¬ 
former that’s let down by lack of 
appearances by Tom. The jaunty 
theme tune is in there and the 



when energy is lost are almost 
tear-jerking. Fans of the cartoon 
may feel betrayed a little but 
platform enthusiasts will relish 
the challenge. 

XANDRA’S BIG 
ADVENTURE 

Namcot 

Jap Import 67% 

Very attractive, but very easy, 
platform game with average 
graphics and often dodgy 
sound. It is good fun in the 
short term, but it shouldn’t take 
too long to finish and once you 
have, you certainly won't want 
to play again. 

WAYNE’S WORLD 

THQ 

Import 69% 

If it’s laughs and extended 
enjoyment you’re after, buy the 
video. Because this release is a 
prime example of a software 
house rush releasing a SNES 


cart to cash in. It’s not the worst 
movie licence ever but it certain¬ 
ly doesn’t encourage you to buy 
another. A pretty poor plat¬ 
former. 


SPORTS GAMES 

ARMCHAIR SPORTS 
FREAKS STEP THIS WAY, 
IT’S PARTY TIME. 


AMERICAN 

GLADIATORS 

Gametek 

US Import 48% 

Nothing really shines here - the 
play area is so small at times it’s 
like an old digital watch game. 
This is a shame as an excellent 
sim of the popular TV show 
would have been well within the 
Super Nintendo’s capabilities. 

AUGUSTA MASTERS 

T&E Soft 

Jap import 82% 

Smart golf game from the 
experts, marred only by slow 
update and odd graphics. The 
text can be ignored and once 
you figure it out, this is one of 
the better SNES golf sims. 

BASEBALL 
SIMULATOR 1000 

Culture Brain 

US import 76% 

Reasonable Baseball simulator 
and let's be honest. They’re all 
exactly the same really. Wiffy 
graphics, annoying tunes and 
some very dull gameplay. 
However, if you like Baseball 
you’ll probably love it. 

BULLS VS BLAZERS 

Electronic Arts 

US import 69% 

This is a flash and fast game 
that has a constant record fea¬ 
ture. You can play back the last 
30 seconds at any time during 



the game. Which is a real treat 
for for Speilbergs, but not so 
hot for any budding Jordans. 
Gameplay and graphics are 
nothing to stir the senses either. 

CAL RIPKEN JNR 

Mindscape 

US import 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 
your thinking though you will be 
missing a tension ridden two 
player bonanza that will get your 
blood pressure to extremes. 

DAVID CRANE’S 
AMAZING TENNIS 

Absolute 

US import 92% 


Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

EXTRA INNINGS 

Sony Imagesoft 

US import 70% 

This game takes the cutesy 
approach to baseball, with 
small round sprites bimbling 
around in an amusing manner. 

It plays very well and that, com¬ 
bined with rather attractive 
graphics and smart music 
means that this is one of the 
better Baseball titles available 
on the SNES. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

THE IREM SKINS GAME 

IREM 


US import 89% 

Nothing to do with Hannibal 
Lecter, this is golf! Play for cash 



and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golf titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 
faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

JOHN MADDEN’S 93 

Electronic Arts 

Official 78% 

Electronic Arts make amends 
with this hugely improved 
revamp of the first SNES 
Madden’s. Graphics are slicker, 
music is better and gameplay is 
much better. A smart and 
playable title with lots to recom¬ 
mend it - the fact that it’s an 
American footy game is its 
downer. 

KICK OFF 

Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 


cated and hard game that has 
depth and oodles of 



isn’t much actually but that isn’t 


the point as it isn’t trying to 
break any new ground. Until 
Kevin Keegan's Player Manager 
came out it was nevertheless an 



formed in to hi-top wearing 


giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 

Electronic Arts 

Official 84% 

Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph¬ 
ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did” action replay. 

NOLAN RYAN’S 
BASEBALL 

Romstar 

US import 70% 

Pretty much exactly the same as 
most other baseball games, but 
with decent graphics and a 
smart soundtrack. Reasonable 
stuff and you’re spoiled for 
choice. 

PEBBLE BEACH GOLF 
LINKS 

T&E Soft 

US Import 90% 

As professional as Langer, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 
of commendation. The statistics 
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storage facility, amongst the 
multiplicity of good points, is a 
brilliant feature. Although there's 
only one course for you to play 
on, you’ll definitely come back 
to it again and again. 

ROGER CLEMEN’S 
BASEBALL 

LJN 

US Import 73% 

Roger who? Never mind - a 
difficult simulation to pull off 
and I’m afraid this has not 
been well translated. Attempt 
league or two player matches. 
Catching lacks correct per¬ 


spective so be warned, it’s 
more a case of jump and hope 
for the best. Pitching is easy 
enough but be warned that 
your man on the mound gets 
mighty tired after a few select 
fast balls. The graphics aren’t 
amazing but are adequate for 
the job. 

SPACE FOOTBALL 

Triffix 

US import 79% 

A strange looking variation on 
the Ballblazer theme, with 
spooky mode seven graphics 
and some rather odd music. 

Not bad, especially in two play¬ 
er mode but by no means a 
classic. Opinions differ wildly 
about this game and so I'm 
afraid your best bet is to try 
before you buy. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 
plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 86% 

SUPER BOWLING 

Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

SUPER SOCCER 

Nintendo 

Official 80% 

It looks a lot better than it actu¬ 
ally is, but this game does play a 
very nice game of football. Good 
graphics, ace music and lots of 
playability. Players moving “up" 
the pitch do have a huge advan- 
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tage though, as the action is 
mostly obscured by the net. 

SUPER TENNIS 

Nintendo 

Official 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this really comes into 
its own in two player mode. Great 
graphics and realistic sound. 

WORLD LEAGUE 
SOCCER 

Mindscape 

Import 80% 

This is nice and fast and scrolls 
beautifully but at the end of the 
day it looks like a game of high 
speed draughts played on a bil¬ 
liard table. There is a whole host 
of options to choose from, 
including match duration and 
background music. 
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IT'S JURASSIC! 

You have five 
minutes to beat 
TRex and win... 

£500 CASH INSTANTLY 

0839 404091 


ma~\A NINTENDO 
■ GAMEB0YJ 

■H Plus loads # 
of accessories 

9LA 0839 404089 

RALEIGH %■*": 
ACTIVATOR Z* 

Or any other mountain 
bike up to £200 

0839 404099 


STREETFIGHTER U 

TURBO 

All the arcade action in 
your home! 

0839 404081 



^"SEGAr?. 
GAME GEARf V 

08394040931 - 


SUPER NINTENDO + 
JURASSIC PARK 
0838404087 

INSTANT WIN s FV-.V 1 


£150 WORTH OF 
GAMES «£« 
0839404096 


£150 WORTH OF 
SPORTS GEAR 

Choose what you want at 
Olympic Outdoor World 

0839404088 


Win this amazing 
32 bit wonder 
instantly 


^MSEGA 

M^megadrive 

0839 404092 

PLAY THE BIG GAME. SHOW YOUR 
CER SKILLS ANO WIN £500INSTAN 
0839 404082 


^ any joystick to the 
value of £70 

0839404095 
WRESTLING VIDEOS 


1 i T I I I iii | [ | 

i Calfs cost 360 per min (Cheap) 48p per min (other times) and are likely to last seven minutes. Please be sure that you have 
permission to make this call. Competition ijs close 31.11.93 and involve multiple choice questions with tie-breaker. Where 
'Instant Win' is indicated there is NO TIE-BREAKER and prizes are won INSTANTLY. Nintendo/Sega/Amiga/Street Fighter 
2/Jurassic Park, are all registred trademarks of their respective companies. We are not related to or endorsed by them. For 
i i 1 rules & winners names, please send s.a.e. to: 
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Can you believe it? 

Next month we intend on giving 
you even more pages! 

That’s right! We at Super 
Action are upping our page rate 
to give you more of what you 


really want. THAT’S MORE 
GUIDES, MORE HEWS, MORE 
REVIEWS AND MORE PREVIEWS. 
And we’re still going to be the 
cheapest and most informative 
SNES mag on the shelves! 


DAFv Y DlKj: 


We think he’s miles 
better than Donald 
and Edd put together. 
Duck Dodgers is here 
and we’ll give you an 
exclusive preview of 
the Marvin Missions 
next month! 
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MORE RAGES 


Dear Newsagent, 

Please would you reserve/deliver* a copy 
of SUPER ACTION every month for: 

NAME. 

ADDRESS 


POST CODE 


Note to newsagent: SUPER ACTION is available on a 
sale or return basis from COM AG 




OUT TO LUNCH 

Mindscape’s little chef gets the full review 
treatment, as we squeeze and poke it to check 
its freshness. 


TOTAL CARNAGE 

We strap on our combat bovver boots and pre 
pare to blast away on T. HQ’s latest creation. 


THUNDERBIRBS 

Scott, Virgil and the rest of the wooden tops 
storm your Super Nintendo. We’ll have an 
exclusive preview direct from Tracey Island. 
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SUPER NES 

WITH ONE JOYPAD 


84.99 


SUPER NES + MARIO ALL STARS 
WITH SUPER MARIO 1,2 & 3 & LOST LEVELS 
ONE JOYPAD 1 AO 08 

SAVE £20.00 IV7»77 


SUPER NES + STARWING 

WITH STARWING GAME 
ONE JOYPAD 

SAVE £20.00 


109.99 
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\ A GAME 7 
I 'VOFFER/ | 


SONY 14" TELEVISION/MONITOR 

MODEL KVM1400 

REMOTE CONTROL 1QQ Q D 
FREE SCART LEAD ■ w w 9 w w 

(STATE SNES, SEGA, AMIGA or ST) 

& £20 OFF A GAME OFFER 

DEDUCT £20 OFF OUR PRICE OF ANY GAME (OR THE TOTAL OF 
SEVERAL GAMES) PURCHASED AT THE SAME TIME AS THIS SONY TV 

SONY TV/MONITOR ENABLES MONITOR QUALITY PICTURE FROM AMIGA, 
SUPER NES, ST OR MEGADRIVE VIA SCART CONNECTION. ALSO SUITS ALL 
CONSOLES VIA NORMAL RF INPUT. INCLUDES REAR SCART/EURO. 60 
CHANNEL TUNING. BLACK TRINITON SCREEN, TWO POSITION TILT DESIGN 
FOR CHOICE OF ANGLE, HEADPHONE SOCKET. INCLUDES LOOP AERIAL. 
SUPERB QUALITY. AVAILABLE IN GREY OR WHITE 


JOYSTICKS 


STORAGE & CLEANING 


QUICKJOY SN PROPAD FOR 
SUPER NES 
(WITH SLOW MOTION AND 
TWO SPEED AUTOFIRE) 
12.99 




STORAGE RACK 
FOR CARTRIDGES 
(STACKABLE) 

9.99 


NINTENDO CONTROL PAD 

FOR SUPER NES 

13.99 


SAITEK MEGAMASTER 1 
JOYSTICK FOR SUPER 
NES WITH AUTOFIRE, 
SLOW MOTION AND 
6 FOOT CABLE 
21.99 


PACK OF THREE SUPER 
NES PLASTIC PROTECTOR 
CASES FOR CARTRIDGES. 
PROTECTS CARTRIDGES 
FROM MOISTURE AND 
DUST (COLOURS MAY VARY) 
5.99 





SAITEK MEGAPAD II FOR 
SUPER NES WITH 
AUTOFIRE, SLOW MOTION 
AND 8 FOOT CABLE 
11.99 


GAME GENIE 

GAME GENIE FOR SUPER NINTENDO (GAMES 
ENHANCER, ALLOWS CHEAT CODES TO BE 
ENTERED FOR INFINITE LIVES, CREDITS ETC. 

BOOK OF CODES INCLUDED) .37.99 


LOGIC 3 MULTI CASE CARRY 
BAG FOR SUPER NES. (EXTRA 
COMPARTMENTS FOR LEADS. 
JOYPADS AND GAMES) 

14.99 


CLEANING KIT FOR ALL CONSOLES 
OR HAND-HELDS..6.99 


SUPER NES GAMES 

ADDAMS FAMILY.36.99 

ADDAMS FAMILY 2 • PUGSLEY’S SCAVENGER 

HUNT .35.99 

AGURI SUZUKI FI RACING .36.99 

ALIEN 3 .43.49 

AMAZING TENNIS.39.99 

ANOTHER WORLD .36.99 

ASTERIX .39.49 

AXELAY .36.99 

B.O.B.39.99 

BATMAN RETURNS.39.99 

BATTLECLASH (SCOPE 6 GAME) .32.49 

BEST OF BEST CHAMPIONSHIP KARATE .40.99 

BLUES BROTHERS .36.99 

BUBSY BOBCAT .32.99 

CHESSMASTER.36.99 

CYBENATOR ..39.99 

DESERT STRIKE .36.99 

EXHAUST HEAT .37 99 

F-ZERO .32.49 

GODS .44.99 

INTERNATIONAL TENNIS TOUR 41.99 

JIMMY CONNORS PRO TENNIS TOUR .37.49 

JOE & MAC - CAVEMAN NINJA . 42.99 

JOHN MADDEN 93 . 34.99 

JURASSIC PARK (DUE OCTOBER).35.99 

KICK OFF .35.49 

KING ARTHUR S WORLD . 36.99 

KRUSTY S FUN HOUSE .36.99 

LEMMINGS.40.99 

LOST VIKINGS .32.99 

MAGIC SWORD.40.99 

MARIO ALL STARS . 40.99 

MARIO AND WARIO.48.99 

MARIO PAINT WITH MOUSE.48.99 

MICKEY'S MAGICAL QUEST. 48.99 

MORTAL KOMBAT . 48.99 

MYSTIC QUEST.32.99 

NHLPA *93 ICE HOCKEY.34.99 

NIGEL MANSELLS .32.99 

ON THE BALL .37,99 

PEBBLE BEACH GOLF .40.99 

PGA TOUR GOLF.36.99 

PILOT WINGS.32.49 

POP N’ TWINBEE.39.99 

POWERMONGER .42.99 

PRINCE OF PERSIA.40.99 

ROAD RUNNER (LOONEY TUNES).40.99 

SIM CITY .32.49 

SPIDERMAN AND X MAN .39.99 

STARWING.39.99 

STREETFIGHTER 2 .54.99 

STRIKER.39.99 

SUPER GHOULS AND GHOSTS . 32.49 

SUPER GOAL.36.99 

SUPER MARIO KART .32 49 

SUPER MARIO WORLD .36.99 

SUPER NBA BASKETBALL .40.99 

SUPER OFF ROAD RACER . 36.99 

SUPER PANG .40.99 

SUPER PARODIOUS .40.99 

SUPER PROBOTECTOR.36.99 

SUPER PUTTY .41.49 

SUPER SMASH TV .36.99 

SUPER SOCCER . 32.49 

SUPER STAR WARS .40.99 

SUPER STRIKE EAGLE .41.99 

SUPER SWIV .38.99 

SUPER TENNIS.32.49 

SUPER WWF WRESTLEMANIA.39.99 

TAZMANIA .44.99 

TESTDRIVE 2.31.49 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE. 

TOM AND JERRY . 

TRODDLERS . 

ULTRAMAN. 

UN SQUADRON. 

VEGAS STAKES . 

WARPSPEED.. 

WING COMMANDER . 

WORLD LEAGUE BASKETBALL .. . 

WWF ROYAL RUMBLE . 

ZELDA 3 • LINK TO THE PAST. 


.39.99 

..32.49 

..34.49 

..27.99 

40.99 
.32.99 
.34.99 
.40.99 
.32.49 

54.99 
.32.49 


LEADS 


T-SHIRTS & TOYS 


SCART LEAD FOR SUPER NES TO TV WITH SCART 
INPUT (GIVES MONITOR QUALITY PICTURE) ...9.99 
NINTENDO STEREO AUDIOVISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD).9.99 




GAMEBOY GAMES 


ALFRED CHICKEN.24.99 

ALIEN 3 . 23.99 

ALLEYWAY.12.99 

ASTERIX . 24.99 

ASTEROIDS .14.99 

BALLOON KID .19.99 

BATTLE OF OLYMPUS 22.99 

BATTLETOADS.20.99 

BEST OF BEST KARATE20.99 
BILL & TED’S EXCELLENT 

ADVENTURE . 14.99 

BIONIC COMMANDO . .20.99 

BLUES BROTHERS .20.99 

BOULDER DASH .21.49 

BURAI FIGHTER DELUXE 12.99 

CASTLEVANIA . 13.99 

CASTLEVANIA 2 .24.99 

CHESSMASTER.19.99 

DR FRANKEN.22.99 

DR. FRANKEN 2.23.49 

DR. MARIO .19.99 

DUCK TALES .20.99 

DYNA BLASTER.10.99 

EMPIRE STRIKES BACK 20.99 

FI 5 STRIKE EAGLE .22.99 

FLINTSTONES .20.99 

FORMULA 1 RACE (WITH 
FOUR PLAYER ADAPTOR) 24.99 
GARGOYLES QUEST ...12.99 

GOLF.17.99 

JACK NICKLAUS GOLF 20.99 
JIMMY CONNORS PRO 

TENNIS TOUR.20.99 

JURASSIC PARK (DUE 

OCTOBER) .22.99 

KIDDRACULA .21.99 

KID ICARUS.19.99 

KIRBY’S DREAM LAND 19.99 
KRUSTYS FUN HOUSE 20.99 

KUNGFU MASTER .10.99 

LEMMINGS .21.99 

LOONEY TUNES.24.99 

MARBLE MADNESS .20.99 

MARIO AND YOSHI .19.99 

MCDONALD LAND.23.99 

MEGA MAN 2 .19.99 

MERCENARY FORCE ...21.49 


METROID 2 .12, 

MICKEY MOUSE.20, 

MICKEY’S DANGEROUS 

CHASE .20, 

NEMESIS 2 .21 

NINTENDO WORLD CUP 19 

OTHELLO.12 

PARODIUS .24 

PINBALL DREAMS .23 

POPULOUS .22 

PRINCE OF PERSIA 
PRINCESS BLOBETTE .12. 

PROBOTECTOR.20 

QIX. 10 

R-TYPE.21 

RADAR MISSION .19 

RAGING FIGHTER.21, 

ROBIN HOOD .20, 

RODLAND .22. 

SIDE POCKET. 19, 

SOLAR STRIKER .12. 

SPEEDBALL 2.23. 

SPIDERMAN 2.23. 

STAR TREK.24 

STAR WARS ..21. 

SUPER HUNCHBACK 22. 
SUPER MARIO LAND ...19. 
SUPER MARIO LAND 2 24. 
SUPER OFF ROAD RACER ...23. 

SUPER RC PRO-AM .21. 

TALESPIN .20. 

TENNIS.18. 

TERMINATOR 2 .14. 

TERMINATOR 2 - THE 

ARCADE GAME .23. 

TINY TOON ADV.20. 

TIP OFF (BASKETBALL) 22, 

TOM AND JERRY .20. 

TOP RANKING TENNIS 19. 

TRACK AND FIELD .23. 

TURRICAN .13. 

UNIVERSAL SOLDIER ...19. 
WIZARDS & WARRIORS 19. 

WWF SUPERSTARS.20. 

WWF SUPERSTARS 2 ...23. 

XENON 2 .15. 

YOSHI’S COOKIE .19. 

ZEN - INTERGALACTIC 
NINJA .21. 


GAMEBOY + TETRIS 

TWO PLAYER LEAD, STEREO 
HEADPHONES, BATTERIES 
FREE KONIX GB HOLSTER 

49.99 


GAMEBOY 

WITH NO EXTRAS 39.99 
FREE KONIX GB HOLSTER 



TAZMANIA CUDDLY TOY IN 
LEATHER JACKET (30 CM TALL) 
16.99 


REBEL 
RIDER 
TAZMANIA 
T-SHIRT 
STATE 
SIZE M/L/XL 
8.99 


PLEASE PHONE FOR A COMPLETE 
LISTING OF T-SHIRTS AND TOYS 


MANGA VIDEOS IN STOCK 
PHONE FOR DETAILS 
0279 600204 


STORAGE POWER SUPPLIES 


KONIX G.B. HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT).4.99 


LOGIC 3 
GAMEBOY 
PROTECTOR 
CARRY CASE 
9.99 





HARD CARRY CASE 
(STORAGE SPACE 
FOR EARPHONES, 
SCREEN CLEANING 
KIT AND 4 GAMES) 
9.99 


PACK OF 3 
PLASTIC 
PROTECTOR 
CASES FOR 
CARTRIDGES. 
PROTECTS FROM MOISTURE AND 

DUST (COLOURS MAY VARY) .5.99 

CLEANING KIT FOR ALL 
CONSOLES OR HAND-HELDS .6.99 


BATTERY PACK (RECHARGEABLE 
FROM MAINS ADAPTOR SUPPLIED) 

.26.49 

LOGIC 3 RECHARGABLE BATTERY 
PACK (FITS INTO BATTERY 
COMPARTMENT, GIVES 7 HOURS PLAY 
- MAINS ADAPTOR REQUIRED) ...13.99 
LOGIC 3 MAINS ADAPTOR 
FOR GAMEBOY .7.99 

MISCELLANEOUS 


NEW BOOSTER BOY FOR 
GAMEBOY. HOUSES CONSOLE, 
TURNING IT INTO A TABLETOP 
MACHINE WITH SCREEN LIGHT 
AND MAGNIFIER, MINI JOYSTICK, 
SOUND AMPLIFIER AND SPACE 
FOR CARTRIDGE AND EARPHONE 
STORAGE. REQUIRES MAINS 
ADAPTOR OR 4 X C TYPE 
BATTERIES. 

ALL THIS FOR ONLY 24.99 


SPEAKERS 

SONY SRS-7 MINI 
STEREO SPEAKERS 
FOR GAMEBOY 
12.99 



We only supply official UK products. Official suppliers of all leading brands. 

We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And we sell T-shirts and cuddly toys! 

Special Reserve Club Shop at The Mattings, Sawbridgeworth, Herts. Open to 7pm Weekdays and to 5pm Saturdays. 


HANDY BOY (MAGNIFIES AND LIGHTS 
SCREEN, AMPLIFIES SOUND & ACTS 
AS MINI JOYSTICK).24.99 

GAMELIGHT FOR GAMEBOY 

(FOR USE IN THE DARK 

OR POOR LIGHT) .5.99 

STEREO EARPHONES .3.99 

CHEAT DEVICES 

GAME GENIE .23.99 

ACTION REPLAY CARTRIDGE) ...24.99 


MEMBERS 
DISCOUNT - 

EXTRA 

£2.00 OFF 

New members 
deduct £2.00 from 
any one item 
ordered as you join 
Offer valid until 30.9.93 



Special H&ienac memheM, com haoc all thii.. ca*t Ij&V? 

©READ NRG Regular Club Magazine 
CHOOSE from our Huge Selection 
jib BUY at Best Possible Prices 
SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN £60,000 worth of prizes FREE 
JOIN now from just £4.99 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 
£60,000 worth of prizes per year in our FREE-to-enter BIG 

TARGET COMPETITIONS. That's £10,000 worth in every issue of 
NRG, exclusive to members. 

That's why over 160,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday 

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order, 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.99 7.99 14.99 

OVERSEAS EC MEMBERS 6.00 10.00 20.00 

OVERSEAS WORLD MEMBERS 700 12.00 24.00 

WEONLY SUPpTy"" MEMBERS BUT YoTj CAN ORDERAS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) y E | L 

Name_ 


1 

I Postcode 

i 

! Phone Machine 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.99) 


1 

item 


I item 


i 

1 item 


1 

item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 









































































































































































































THE PREMIER FOOTBALL GAME 


NINTENDO' SUPFR NINTENDO 
ENTFRTAINMENT SYSTEM™ THE 
NINTENDO PRODUCT SEALS AND 
OTHER MARKS DESIGNATED AS 
TM ARE TRADEMARKS OF 
NINTENDO 


WITHOUT DOUBT THE BEST FOOTBALL GAME ON THL SUPER 

- Dominik Diamond 

A REALLY BRILLIANT SPORTS SIMULATION, FOOTBALL FANS 
GOING TO GO MAD ABOUT IT 


Industry Personality Julian Rignall 


• 6-A SIDE INDOOR OPTION 

• UNIQUE 3D PERSPECTIVE 

• INDIVIDUAL PLAYER ABILITIES 

• EDIT SQUAD FACILITY 
INCLUDING KIT DESIGNER 

• VARIOUS COMPETITIONS TO 
ENTER 

• ACTION REPLAY FEATURE 

• NEW FIFA RULES INCLUDED 


LICENSED BY 


iKXW72'yjS 


SMonrsi 


© 1993, Rage Software. 


DESIGNED AND DEVELOPED 
IN GREAT BRITAIN 


Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 

Telephone: + (44) 922 55852, Facsimile: + (44) 922 743029. 





































